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Ever since getting the Hordes rulebook and a couple of the 
starter boxes of minis I’ve [Mark] been chomping at the bit to 
play. Never mind that I have a distinguished record of being 
absolutely trashed at Warmachine and think that I’ve only won 
one game and that was a 1-0 affair that I didn’t feel good about 
at all since I spent a whole lot of the game backing up after scor- 
ing that single point. It was very much not in the spirit of the 
game (or page 5!) and the in your face (not that Warmachine is 
not that way also) and bestial nature of Hrodes just seemed to 
pull me in and help get me in the mood to paint and play. I con- 
sulted my most prolific Warmachine opponent, Brian, and threw 
down the gauntlet for a game of Hordes using the box sets as our 
troop lists. He readily agreed and we would be using my Circle 
Orboros against his Trollblood. In addition to getting my mod- 
els painted and ready for battle I also decided that I was going to 
run straight at Brian’s models and just let claw and tooth take 
care of things. After all, this was going to be our first game of 
Hordes and I wanted to get into the thick of things and learn the 
tules by doing. 


Brian’s Pre-game thoughts... 


Our beloved editor, Mark [oh, dig that crazy butt-kissing!], 
asked me to participate in a Hordes battle report for this issue of 
Fictional Reality. I readily agreed; primarily because I have 
wanted to give this game a whirl for quite a while and secondar- 
ily because I want to keep my unbeaten streak against Mark in 
battle reports intact. Getting ready for the battle was not going 
to be too difficult. All I would need to do was become familiar 


with the differences between Hordes and Warmachine and then 
assemble and paint some models. The rules differences were 
easily digested. The preparatio n of the figures took a bit longer. 
As the game was going to be box sets I only had four models to 
paint. I chose Trollbloods on a whim and set to work. I think 
my handiwork turned out rather well. You can judge for your- 
self from the game pictures. 


In doing my usual pre-game comparison between the two forces, 
my Trollbloods and Mark’s Circle of Orboros, I realized that my 
strength, ranged combat, was going to be somewhat impeded by 
Kaya’s spell, Cloak of Mists. I would also be lacking in the 
heavy warbeast category, but that didn’t worry me too much. 
The Axer and the Impalers should be able to hold their own in a 


fight. I am going to count heavily upon my warlock, Madrak 
Ironhide. In combat he appears that he will be a mean, motor 
scooter. Warbeasts can’t charge him from the front, he can ig- 
nore damage from one hit per game and his axe, Rathrok, is 
built to kill other warlocks. The Ricochet effect on his axe 
amuses me. Ricochet combined with the Impaler’s animus of 
Far-Strike could be interesting if the appropriate targets present 


Ss % themselves. The Axer’s animus of Rush will go either on the 
44 Axer himself or on Madrak. My worries revolve around Kaya’s 


magical abilities and the Controlled Warping of the Warpwolf. 
Kaya’s spells and Feat look to be quite powerful, but if I can get 
the Axer or Madrak into close combat with her she should end 
up as kibble. If you will excuse the pun I will probably have to 
dog-pile the Warpwolf with two Trollbloods to take care of 
him. Let the games begin! 


Deployment 


In Hordes each player simply rolls a d6 to determine in which 
order they will pick table side s and set up their models. I rolled 
a 4 and Brian tossed out a 6. This allowed him to choose which 
of us will be the “first player” and he decided that it would be 
me. This allowed me to choose sides and set up first. Normally, 
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on a4’ x 4’ board, you can put your models up to 10” deep onto 
the battlefield but since we’re playing on a table that’s just 3’ 
across we cut off part of the deployment zone and were limited 
to starting off just 7.5” deep onto the board. After I was done 
Brian set up his models. If we had any troops with Advanced 
Deployment we could set them up another 12” deep, but since 
we’re using the basic Hordes box sets there are no models with 
that ability on the table. 


Turn 1 


Since I was determined to be the “first player’ I will go first on 
each turn of the game. Our Warlocks start the game at full Fury 
(the stuff that we'll use to cast spells with) and each turn starts 
with a Maintenance phase. During this time you end effects that 
expire, remove excess Fury from your Warlock, and resolve any 
compulsory effects on your models. Since we’re just getting 


started there’s really not much to my first Maintenance phase. 
From there we move to the Control phase which is where your 
Warlock can leach (or transfer) Fury from Warbeasts onto him- 
self. Fury can be used right then to pay for upkeep on spells or 
held for use later. Any Warbeasts that have even a single point 
of Fury on them at this point must make a Threshold check or 
get all bug-eyed on you and go from being all domesticated to 
returning to their feral ways. Since we just started only my 
Warlock has any Fury (and he’s not subject to freaking out like 
the Warbeasts are) I don’t need to leach any and don’t have to 
worry about any Threshold checks. On to the Activation phase 
where we get to move models around... 


- I start off with one of my Argus and force it to run 
about 9” forward. To get a Warbeast to run (up to dou- 
ble movement) you have to force it which means that 
you add a Fury to the model. All models can hold a 
certain amount of Fury, but remember that you’ll need 
to make Threshold checks for any models that have 
even a single point on them during the Control phase of 
your turn. 

- Ido the same for the other Argus, adding a Fury point 
to it also. 

- The Warpwolf now activates and it has an ability that 
lets me pick an ability for it that lasts just one round, 
but I can pick the effect (the same one or a different 
one) each round it’s activated. I choose to bump up its 
ARMor by two points just in case one of Brian’s trolls 
decides to chuck something at me. It is also forced to 
run up towards the middle of the table. 

- Kaya the Wildborne, my Warlock, is the last to activate 
for my first turn. She first walks forward and casts 
Cloak of Mists on the left-most Argus. This costs 2 


Fury and re- 
duces her down 
to 4 remaining 
points. She’ll 
need to do 
some leaching 
next turn to 
replenish these 
used points. 


Brian’s Maintenance 
and Control phases are 
the same as mine with 
nothing really to do 
since it’s his first turn of 
the game. For his Acti- 
vation phase... 


- The Troll Im- 
paler with the 
fashionable 
green tassel on 
his spear is ; 
forced (+2 Fury on the model now) to use its Animus 
and gives Madrak +4” range until their next turn. An 
Animus is a special power that Warbeasts can use that 
can end up being quite useful but also raise their Fury 
level rather quickly. It also backs up 5” instead of 
moving up towards the advancing hounds. 

- The other Troll Impaler, who has a red tassel on his 
spear, is also forced to use his Animus (+2 Fury for 
him) but his bonus (+4” to range) goes on the first Troll 
Impaler. He also backs up. 

- The Axer backs up also and is forced to use his Animus 
(giving him extra charge movement and allowing him 
to cross rough terrain at no penalty) but puts it on him- 
self. 

- Madrak is last and backs up a bit too. He then casts 
Sure Foot (bonus to DEFense and cannot be knocked 
down and those close to him also get this benefit) to 
reduce his Fury from 5 to 2 and then also casts Guided 
Hand on himself (getting an extra die on his first melee 
attack this turn) dropping his current Fury total down to 
zero. 


Turn 2 


Well, I was able to advance towards Brian’s troops without any 
harm coming to me and getting into close combat is the only 
place where I’ll be able to win the game so it’s time to press 
onward. 


For the Maintenance phase we still don’t have much going on 
except that the Cloak of Mists spell wears off. In my Control 
phase I leach one Fury each from one Argus and the Warpwolf. 
This gets Kaya back up to her maximum of six, but also leaves 
one point of Fury on an Argus that must be dealt with, A 
Threshold check is done by adding the number of current Fury 
(remember, you only roll if there actually is any Fury on a War- 
beast) to 2d6. If the result is greater than the THReshold stat of 
the model it freaks out. The check ends up being an 8 the Argus 
has a THR of 9 so it passes. Additionally, I had some extra 


breath ing room since Kaya has an ability that allows friendly 
Warbeasts in her control area (16” in her case) to make THResh- 
old rolls as if their stat was one higher than normal. Ok, so the 
one Argus doesn’t start frothing at the mouth and we can move 
on to my Activation phase. This one goes pretty quickly as 
Kaya again moves up and casts Cloak of Mists. Both of my Ar- 
gus keep on a truckin’ forward, but without running or accumu- 
lating any additional Fury. The Warpwolf moves up toward the 
trolls, ready to fight. 


Brian’s spells expire and Madrak leaches 2 Fury from the Axer, 
2 from the Impaler with the green tassel and just one (getting 

§) him back to him limit of 5) from the Impaler with the red tassel. 
“The remaining point of Fury on one Impaler requires a THResh- 
old check and Brian’s rolls a 7, plus one for the point of Fury, 
for a total of 8 which is safely below its THReshold stat of 9. 
Moving on to his Activation phase... 


One Troll Impaler (green tassel) is forced to use his 
Animus (giving the bonus to Madrak again) and he also 
advances 5” and chucks his spear (which looks more 
like a telephone pole with a giant iron spike on it) at the 
closest Argus. He ended up being close enough that 
the Cloak of Mists did not provide the pooch with any 
protection. The Impaler has a RAT (Ranged ATtack) 
of 5 and you add 2d6 to that and compare it to the DE- 
Fense of the target. In this case the DEF is 14 and 
Brian’s total was a 16 so the Toll Impal er hits with his 
attack. The damage done is equal to 2d6 + the Power 
and Strength of the attack (13) — the ARMor of the 
target. This resulted in 8 points of damage to the Argus 
in location 4, body. 

The other Impaler followed the same course of action 
(other than using his Animus) but this one was forced 
to add an extra die to his to hit roll. This gives him a 
greater chance to hit his target but also raises his Fury 
by one point. The resulting roll, an 18, easily hits the 


Argus and the damage done (9 more points to location 
6, spirit) ends up ticking off all of the circles of his 
spirit which means that it can no longer be forced 
unless it’s healed to get some points back on the spirit 
track. 

- Madrak now moves up and throws his boomerang-O- 
axe (since it returns after he tosses it) at the signifi- 
cantly wounded Argus. Brian uses a point of Fury to 
add a die to his to hit roll, but still manages to miss. 
Whew! He then spends 3 Fury to cast Stone Fall 
(choosing to spend another point of Fury to increase his 
chance of successful casting) and also fails! 

- The Axer charges the Warpwolf and with 10” of move- 
ment (thanks to using his Animus last turn) just barely 
gets into striking distance of the large beast. Knowing 
that he’ll need to cause as much damage as quickly as 
possible since the Warpwolf is likely to make a steak 
and kidney pie out of the Axer Brian forces him to add 
an extra die to his to hit roll (+1 Fury) and ends up roll- 
ing a critical hit. Too bad that the Axer’s weapon does- 
n’t have any special critical hit fanciness to it, but it’s 
still a hit anyway. With an ARMor of 18 (base of 16 
plus 2 for h is Controlled Warping ability) he’s no 
slouch but the Axer is hitting with a Power and 
Strength of 15 and gets to roll 3d6 instead of 2d6 since 
he charged. The result is 8 points of damage to loca- 
tion 5, spirit, which completely marks off each box and 
the Warpwolf is left unable to be forced also. I made a 
mistake here because the Warpwolf has an ability that 
allows the controller, not a die roll, to decide what 
branch damage starts on. 


As much as I’d rather be the one initiating the close combat 
charging we’re in the deep end now with the Warpwolf and the 
Axer and even though I suffered some damage I don’t feel too 
bad about it because all of my Warbeasts are still standing and 
can now start chewing on some trollflesh. 


Turn 3 


Cloak of Mists goes away and we quickly move on to the Con- 


trol phase. Kaya leaches one point each off the Argus and the 
Warpwolf leaving them devoid of any Fury points. 


- Kaya then activates and heals four points of damage 
from the hurt Argus’ spirit branch and then casts Spirit 
Door to teleport to the far side of the Warpwolf. She 
then tries to strike the Troll Axer, but misses. 

- The Warpwolf, is unable to be forced (I really should 
have healed three from the Argus and one from the 
Warpwolf) but can switch his turn-to-turn ability over 
to add +2 to his STRength for this round. He has two 
regular claw attacks and hits the Troll Axer with both 
of them. Unfortunately, the first one bounces (total of 
18 damage against its ARMor of 18) and the second 
one only penetrates for 2 points of damage. Hitting 
with both claw attacks allows me to perform a special 
Throat Ripper attack but I miss. 

- The Argus that looks like he’s about to launch himself 
at an enemy does just that as he is forced to charge the 
Troll Impaler with the green tassel. I boost the attack 
roll (+2 more Fury for a total of 3 on this Argus, his 
maximum) on both bite attacks and both end up hitting. 
I do a pathetic total of 3 points of damage. 

- The other Argus does the same, hits with both attacks 
(going up to 3 Fury in the process) and doing a total of 
12 points of damage which results in the spirit and 
mind branches of the Troll Impaler being taken out. 


Brian’s Maintenance phase consists of effects ending and we 
move right into his Control phase where he leaches 5 Fury off 
his Warbeasts and is not required to make any THReshold 
checks. For this turn’s activations we have... 


- To start things off Madrak casts Guided Hand on the 
Troll Axer and then charges the Argus that looks like 
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it’s running and promptly misses. He then casts Sure 
Foot on himself and hopes for better results out of the 
Trolls. 

The Impaler with the red tassel is forced to charge Kaya 
(+1 Fury) and also boosts the to hit roll (+1 more Fury) 
but the big brute misses. Brian puts another Fury on 
him and he attacks Kaya again and still misses. 

The Axer retaliates against Kaya’s attempt to hit him 
and unloads on her. Brian added 1d6 to both the to hit 
and damage rolls (+2 Fury) and smacked her up for 10 
points of damage. That definitely caused me a lot of 
concern. He added another Fury on to the Axer and 
attacked again but luckily, for me, he missed. 

Brian’s third turn ends with his heavily wounded Troll 
Impaler standing there and, “Taking it like a Troll” 
according to Brian. 


I could argue that I’d have liked to see more damage done to the 
Trolls but one was effectively taken out of the fight and while 
Kaya was pretty significantly beat up she’s still standing and I 
have revenge on my mind. 


Turn 4 


In my Control phase Kaya leaches 6 Fury from the Argus’ tak- 
ing them both back down to zero. Then the fun begins, for me 


anyway... 


- First, the jumping Argus attacks the wounded Impaler 
and I boost my first to hit roll and even though I need a 
higher than normal roll (due to Sure Foot being cast by 
Madrak) I strike true (bite true?) and chomp right 
through the Troll (with a boosted damage roll) and kill 
it with 10 more points of damage! The Argus does 
have an attack left, but there is nobody within range for 
him to bite so it’s wasted. 

- The other Argus takes a bite out of crime, well Madrak, 
and is successful with one of his two attacks, but only 
for a modest 3 points of damage. 

- Kaya starts off her activation by healing one point of 
damage from the Warpwolf (from his spirit branch) and 
three points of damage from herself. She then casts 
Rager on the Warpwolf which will allow it to make a 
power attack and then make its regular attacks this 
round. It’s quite vicious but it also drops her Fury 
down to zero. So, now is the perfect time for her to 
pop her feat. This allows Kaya to place up to 3 Fury on 
each friendly Warbeast in her control area, up to their 
maximum capacity, and then she can immediately 
leach up to 6 points of Fury off of them. She does this 
and uses three of the new Fury points to heal herself 
some more and then attacks the Axer. She boosts the 
to hit roll and the damage (-2 Fury, down to just one 
point remaining) and does just one point of damage. I 
spend the last point of her Fury to attack again and 


manage to hit with a critical (which knocks down the 
Axer) but don’t cause any damage. On the bright side, 
with the Axer laying on the ground his DEFense is now 
significantly reduced and he should prove to be an easy 
target for the Warpwolf. 
- And a wonderful target he turns out to be! Between the 
Warpwolf’s Power Attack (a Rend, which would cause 
nearby models to make a check to see if they run away 
if it kills the model) and his two regular claw attacks 
the Axer is torn to shreds (having done a total of 22 
points of damage in those three attacks). Since it was 
not the Rend that finished him off there is no check to 
see of those nearby get scared by the vulgar display of 
power, but he’s still dead as dead can be. The 
Warpwolf also loses the opportunity to use his Throat 
Ripper attack because his target is dead but I'll take a 
trade-off like that any day. 


Yeah, two dead trolls is definitely a good way to end the turn. 2 


With only two models to use Brian’s 4" turn of the game does- 
n’t take too long to complete. In his Control phase Madrak 
leaches two Fury from the last standing troll, but there is still 
one point left on the Impaler so he’s forced to make a THResh- 
old check. He passes without a problem and we move on to his 
Activation phase... 


- Madrak first casts Guided Hand on the Troll Impaler 
and then disengages from combat with the Argus. The 
two-headed dog gets a free attack and misses. Brian’s 
Warlock then moves around the corner of the stone 
walls and casts Sure Foot on himself. He ends 
Madrak’s activation by throwing his axe at the 
Warpwolf. He hits and causes 5 points of damage. 
Here’s where I made the same mistake as earlier in 
allowing a die roll to dictate where the damage landed 
instead of me doing so. It wasn’t something that I 
really realized until after the game was done and some- 
thing that P’Il attribute to learning the abilities of new 
troops. The damage ended up re-eliminating his spirit 
branch. 

- The Impaler, using Guided Hand to get an extra +1d6 
on his to hit roll, smashed Kaya for 9 more points of 
damage. Uh, oh! This is getting rather scary, rather 
quickly. Brian then forced an extra attack roll and 
missed and then another and missed again! Had he hit 
it could easily have been the end of my Warlock. 


Turn 5 


Kaya leaches 4 Fury off of the Warpwolf and 2 more from the 
uninjured Argus. The injured Argus needs to make a THResh- 
old check and passes without a problem. 


- Kaya heals the Warpwolf (1 point from his spirit track, 
of course) and takes five points off damage off herself 
too. She attacks the Impaler and misses. Man, that’s 
not a great way to start the turn. 

- The Warpwolf ends up not being too manly and only 
connects with one of its attacks on the Impaler, but 
manages to cause ten points of damage which isn’t so 
bad. I even forced it to attack an additional time and 
missed. 


- The Argus in the running pose charged over and each 
mouth took a bite out of the Impaler and killed it. Ex- 
cellent, Brian is now down to just one model and I have 
all of mine still in the fight. Brian did reave 3 Fury off 


the Impaler that just bit the dust. Reaving allows a 
Warlock to gain Fury from a friendly Warbeast that 
dies in his control area. 

- The last Argus is forced to run over in front of Madrak 
in an attempt to get between him and Kaya. I get the 
hound into close combat range but cannot attack. 


I see no chance of Brian making it out of my half of turn 6 alive 
so if he’s going to pull something out of his butt (Oh man, I’m 
really hoping he doesn’t, both figuratively and literally!) it has 
to be now. 


- | Madrak disengages from the Argus and is struck for 
three points of damage. He then moves over to Kaya 
and gets into close combat range with her. His first 
attack misses! He then hits with a boosted attack and 
needs to cause 7 points of damage to kill her. He does 
8 and she slumps to the ground. Her Warpack goes 
Wild and scurries towards the nearest table edge. 


Man, he did exactly what he needed to right when it mattered 
the most. 


Post-Game 
Mark’s post-game thoughts 


As much as you might expect it ’m not mad about how the 
game turned out. Sure, Brian’s win streak at Warmachine has 
now extended into Hordes, but this game was so much fun from 
beginning to end and it really helped me realize something. I’ve 
been playing Warmachine like a little girl from the beginning. 


Ok, maybe that’s 
not fair to the le- 
gions of little girls 
out there that could 
probably clean my 
clock with some 
pretty pink Cryx 
models. Anyway, 
it’s one thing to 
talk about playing 
like you’ve got a 
pair and another to 
actually do it. I 
had not really done 
it until today. I had 
always played tim- 
idly, defensively, afraid to actually get in there and bash awa y 
for fear of loosing troops or getting my ‘jacks damaged and de- 
stroyed. You know what, I lost troops and got my ‘jacks beat 
into broken gears anyway. In fact, it was probably worse be- 
cause of my playing style. I’m not saying that there aren’t times 
to form up firing lines and have some troops in less offensive 
positions, but dammit I was just being a wuss! 


I came out of the game feeling good about how I played it and 
actually ok with the result. Yes, I’d rather win but it was a fun 
game and I like Hordes, a lot! I think that it’s play style of risk 
management over resource management (as in Warmachine) 
suits the smashing and bashing of big monsters very well. My 
Cygnar army is definitely not being shelved by any means, in 
fact, I’m very much looking forward to getting some cavalry and 
maybe even trying to play them right. But I think that I’ve 
found a new love in Hordes and can’t wait to play some more. 


Shi 
"ace Selig 
| age the ronal 
Email Address: erichotz@direct. can = 
‘ -tay he 


Brian’s post-game thoughts (aka The SPCA is mad at me!) 


Madrak is the man...err...uhm...Trollblood!! He snatched de- 
feat from the jaws of victory. I was a bit worried about him 
early in the game. Actually, it was my pitiful dice rolling that 
made him look bad. I was correct; he is rock solid in combat. 
Madrak turned Kaya into foi gras. Her feat is stupendous! This 
fight was a near run thing. The outcome came down to the very 
end. It was also very dramatic. Madrak stood alone against the 
entire Circle force and triumphed. If he had not killed Kaya 
when he did I would not have won the game. With no warbeasts 
Madrak would not have been able to stockpile any Fury for 
spells or combat. His Feat, Crusher, would work great in a 
game featuring infantry, but I never found a time to use it in this 
one. All three of Madrak’s spells are useful even though I 
missed the roll for Stone Fall (I forgot about the deviation dur- 
ing the game). If I had cast Sure Foot on the Axer during the 
last turn he might have survived. Being knocked down by 
Kaya’s critical hit was a death sentence for him. 


This was a very enjoyable game. Both sides were in the game 
until the very end. Two things I noticed afterwards. One, I was 
disappointed that I never got to use the Ricochet (boomer-axe?) 
effect. Two, Madrak’s Talisman of Subdual is fantastic! Not 
being charged frontally by warbeasts is almost a game breaker. 
Now, off to order a Dire Troll Mauler and assemble my other 
Impalers, Axer, and Hoarluk Doomshaper. Hoarluck appears 
more magicified and less combat oriented that Madrak. Those 
two will definitel y play differently. 


Written and played by Mark Theurer and Brian Ahrens 
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Introduction 

For this issue, we will be playing "Babylon 5: a Call to Arms" — 
a spaceship combat game set in the universe of J. Michael Strac- 
zynski's "Babylon 5". For all you ever would want to know, go 
to the Lurker's Guide to Babylon 5 (http://www.ntua.gr/lurk/), 


B5:ACTA is the name of the boxed starter set, which includes 
rules, scenarios, campaign rules, fleet lists for the different 
powers, and counters for all the ships. The hardback book 
Babylon 5: All Call to Arms - Sky Full of Stars (B5:ASfoS) is 
the first supplement to B5:ACTA and includes rules for plane- 
tary assaults, star bases, space stations, and boarding actions as 
well as larger fleet lists for almost all the races. 


Today's game is a 5-point Raid game of Centauri Republic 
(played by Clay) against the Earth Alliance (played by Mi- 
chael). We will be playing the Annihilation scenario with a sin- 
gle lifeless planet near the center of the board. This scenario is a 
simple meet grinder mission and is supposed to end when one 
side is completely wiped out. The victor of course is the player 
that has a ship left. 


B5:ACTA uses a unique way of purchasing ships. Each ship is 
rated on a 5-level scale of patrol, skirmish, raid, battle, and war. 
Scenarios are rated at a one of these levels with an associated 
point total. A ship that is the same rating as the scenario costs 1 
point. Ships that are higher cost more points and ships that are 
lower cost less. For example, today's game is a 5 point Raid 
game. For this game, I could bring: 
5 Raid-level ships 
10 Skirmish-level ships 
15 Patrol-level ships 
2 Battle-level ships and | Raid-level ship [ (2 * 2)+1=5 
Raid points]. 
1 War-level ship and | Battle-level ship [ 3 + 2 = 5 Raid 
points]. 
In general, this is how it works. For larger scale games, Battle 
and War level, B5:SFOS changes this mix a bit. 


Combat in BS:ACTA follows the bucket of dice model. A given 
weapon is rated in terms of d6 attack dice (AD). When firing the 
weapon, this is the number of dice that are thrown to determine 
if a hit is scored. Each ship has a Hull rating of 1-6. To score a 
hit, an AD must equal or exceed the Hull rating of a ship (1 is 
auto miss and 6 is auto hit). Damage is resolved by rolling a d6 
for each hit and the results are cross indexed on the damage ta- 
ble. A roll of “6” on the damage table results in a critical hit 
which is resolved on an additional set of tables. 


Different weapons have different special abilities - some of the 
most common are: 

Twin-linked - the player is allowed to re-roll any misses 

Armor Piercing (AP) - the player modifies each AD by +1 

Super Armor Piercing (AP) - the player modifies each AD 
by +2 

Double Damage (DD) - all damage scored is doubled, even 
critical hits. 

Beam - Each successful hit with an attack die allows the die 
to be rolled again. The player may continue to roll 
until the die misses. The target number (i.e. Hull) is 
increased for each subsequent roll. 


It has been my experience that Beam weapons are the queen of 
the battle as they usually have a long range (~ 20") and are usu- 
ally augmented by AP and DD. 


I have played B5:ACTA for about a year but this will be Clay's 
first game. He is playing the Centauri Republic whose fleet is 
known for a having a number of beam weapons and high hull 
values. On the down side, the damage and crew casualty boxes 
are smaller than normal and the ships have limited fire arcs. 
Clay's fleet consists of: 

1 Altarian class Destroyer (Raid level) 

2 Dargan class Strike Cruisers (Raid level) 

4 Maximus class Frigates (Skirmish level) 


This gives Clay seven 
ships - three on level 
and four just below. 
The weapon load out 
for his fleet features 
only 2 Beam weapons 
and 4 armor pierc- 
ing double damage 
weapons. This is actu- 
ally Beam-light for 
your average Cen- 
tauri fleet. I am used 
to seeing twice that 
number of Beam 
weapons. All the ships except the Dargans have Hull 6, which 
means that non-AP weapons will have trouble hitting them. 
Other than being light on Beams, this is a good all-around fleet 
with enough ships to control the flow of battle (as you will see 
in the turn by turn description). 


The Dargans carry the most punch, but they have lower hull 
values. The Altarian and Maximus ships have Hull 6 but limited 
weapons. I figure that the maneuverable Maximus frigates will 
be the vanguard followed by the Altarian and Dargans bringing 
up the rear - a flying wedge as it were. The Centauri will need to 
get in close to bring most of their weapons to bear, but the Dar- 
gan will start sniping one turn one. The additional ship Clay 
has, along with his +3 bonus to initiative will mean he can sit 
back and maneuver the larger ships after he sees what maneu- 
vers I do. 
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I will be playing the 
Earth force, the space 
navy of the Earth Al- 
liance (EA). EA ships 
are known for having 
lots of weapons that } 
can bring them to bear 
in all arcs and for 
having a high number 
of interceptors. Inter- 
ceptors are like active 
shields in that they 
can defend against 
most attacking weap- 
ons. Most notably Beam weapons are immune to Interceptors - 
which only adds to their regal status. Historically, I have been 
mauled by Centauri because of their Beam weapons - 
this experience will drive my fleet selection. 


EA fleets are limited by the number of Raid-level ships they 
have, so I'll be fielding above and below the scenario rating to 
try and get a good mix of ships. After careful consideration, I 
chose the following fleet: 

1 Nova Dreadnought (Raid level) 

1 Apollo Bombardment Cruiser (Battle level) 

4 Hyperion Missile Cruisers (Skirmish level) 


Michael’s pre-game comments 
EA ships are extremely lacking in the Beam department. A few 


ships have them - notably the Omega Destroyer and the Hype- 
rion Cruiser - but these are bore sight weapons which means the 
ship must line up against their opponent to fire them. Yes, they 
have a longer-range than normal, but it has been my experience 
that they never are worth their cost - especially since all other 
fleet's beam weapons fire into one or more 90-degree 
arcs. Given that, I'm opting for lots of missiles - the Apollo 
Bombardment cruiser and the Hyperion Missile cruisers. 


The Apollo can fire a large salvo each turn while a specific arc 
on the Hyperians can fire only every other turn. The range for 
these missiles is 30", so I want to keep my distance. The Nova 
Dreadnought can throw lots of dice but at much shorter range. 
My plan is to keep the Nova and its fighters between my fleet 


- 


and the Centauri and concentrate my missiles on the Dargans 
(lower hull value and beam weapons) first. After that, I'll go for 
the Altarian and finally the Maximus Frigates. These last ones 


§) are very maneuverable, but have very limited fire arcs. They are 


basically large fighters. One concern is_ that I've got a lower 
initiative bonus (+1) and one fewer ship than Clay. As such, I 
will be probably be moving my forces before him and thus giv- 


sing him a chance to react. Knowing that, I'll have to be sure to 


move the Nova last, so as to provide the best cover for my mis- 
sile boats. The missile boats will maneuver to (1) keep the Cen- 
tauri at range and (2) bring their missiles to bear on the correct 


5 target each turn. 


Clay’s pre-game comments 

I’ve been looking forward to playing B5 for a while now and 
even more so after studying the rules a bit. It seemed to me that 
there would be a whole lot of dice rolling, but the system 
seemed simple enough. The one thing that really jumped out at 
me was that the game just about completely removes the three 
dimensional aspect of space to be able to make the game easily 
playable on a 2-D surface. The one allowance they make is to 
say that since the battlefield is really 3-D, it is assumed that 
models never block line of sight. Now although I can see the 
point here, it does tend to nullify some of the usefulness of fleet 
formations and battle tactics (there is a special action where a 
ship can attempt to interpose itself, but with my particular fleet 
this did not prove to be practical). It seemed to me that there 
would not be a whole lot of strategy in the game as we both just 
start pummeling each other. 


Of course for me to bring most my weapons to bear, I would 
have to close with Michael’s fleet as fast as I could. Luckily 
these is a special action where you can increase your speed by 
50% if you go in a straight line. So I would have to deploy with 
my ship pointing the right way in order to make this work. Be- 
sides that, I saw little need in any other sort of deployment 
strategies. 


Deployment 
We started with the first roll of the game by rolling 2d6 for the 


set-up initiative. As luck would have it, the first roll ended in a 
tie, so we had to roll again. This time Clay won, making Mi- 
chael set up his Earth Alliance ships first. All ships that could, 


started with a flight of fighter deployed so Clay started with 
three flights on the table, and Michael started with one. 


Racial Total Winner 
Mod 


Alliance 
Republic 


Turn 1 

With deployment done we moved onto the good stuff. For ini- 
tiative we both ended up rolling average numbers again, so the 
Centauri racial modifier decided the issue again. 


sii 
Mod 
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Republic 


Movement 

Michael started the show by Advancing his Apollo Bombard- 
ment Cruiser while calling that he was closing his blast doors as 
his special action. Clay did exactly the same thing with his first 
Maximus Frigate. In fact, the movement phase of the turn went 
rather fast as each side took turns advancing their ships and clos- 
ing blast doors. The only exception on Clay’s side was that the 
second Dargan launched another flight of fighters instead of 
closing blast doors. The only exception on Michael’s side was 
his Nova Dreadnought which attempted a “Scramble, Scramble” 
special action to launch two flights of fighters, but since he 
failed his crew check, this didn’t happen. We did have to make 
a rule call here. The rules do not tell you whether of not a ship 
may still launch the normal flight if the Scramble, Scramble 
fails. We decided that it made sense to still allow the ship to 
launch its normal allotment, so the Dreadnought did launch one 
flight. 


Combat 

The combat phase went fast as well as most of the ships where 
still out of range. Clay’s only shots came from his Dargan 
Strike Cruisers which both targeted the Nova with their battle 
lasers as the Apollo was still out of range. The battle lasers are 
beam weapons and have super AP and double damage to boot, 
but they only have 2 attack dice. Even so, Clay manages to 
scores a total of six hits with one of them being a critical hit 
causing a hull breach. Since beam weapons ignore interceptors 
and the Nova was the one ship in Michael’s fleet that did not 
close blast doors, the Nova just sucked up the damage. All told, 
it took fourteen Hull points of damage, and fourteen crew 
points. This hurt, but not badly enough to slow it down. 


On the Earth Alliance side, the Apollo started by targeting the 
first Dargan with a barrage of advanced missiles scoring six hits. 
Of these hits, four scored solid hits and the other two scored 
critical hits. One of the critical hits was to vital systems 
(engineering) and the other started multiple fires killing more 
crew. This caused a total of ten hull points of damage and 
eleven point of crew damage, but Clay rolled well so his close 
blast doors saved four of the hull points. There was no other 
shots this turn as nothing else was within range. There was also 
nothing to do during the damage control part of the turn. 


Turn 2 

Now that the preliminary testing of the ground was over, this is 
the turn where we really started to mix it up. Clay held off his 
charge until the distance between the fleets closed a little hoping 
to reduce the number of free shots the Earth Alliance would et at 
him. Michael continued to target the Centauri only Beam 
weapon ships hoping to pound them into dust before they caused 
too much damage. Once again, the fist initiative roll was a tie, 
but then to our surprise, Michael won the initiative forcing Clay 
to move first. 


Racial Total Winner 
Mod 
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Movement 

This time Clay put the pedal to the metal and using the “All 
power to engines” special action advance his first two Maximus 
Frigates. In response, Michael moved his fleet forward turning 
his Apollo and a couple of his Hyperians to meet the oncoming 
threat and hoping to open up more fire arc. All Michael’s spe- 
cial action were “Close Blast Doors” except for the Nova which 
again tried to get two flights out the door. This time the Nova 
passed so it launched its last two flights. 


When Clay saw that not all his Frigates had to kick it in gear to 
get in the battle, he moved the last two normally allowing them 
to close their blast doors. The Altarian, which is the slowest 
ship in Clay’s fleet, had to put all power to the engines just to 
keep up. The first Dargan, decided to concentrate all fire on the 
Nova, while the second decided to close its blast doors. The last 
ship to move was the Nova, which decided to move righ smack 
dab into the middle of the battle allowing it to target ships in 
ALL arcs. Of course, this also meant that he just became a huge 
target of opportunity as well. 


For the fighters, most fell back away from the fighting, the one 
exception being that Clay sent one flight in to annoy the Nova. 


Combat 

Since the ships were now a whole lot closer, the combat part of 
the turn was much more intense this time. Michael started by 
letting loose with the Nova. He targeted the Dargan in front of 
him, a Maximus frigate on the starboard side, another on the 
port., and yet a third in the rear. On the Maximus frigates he 
used his cannons in beam mode thus bypassing their intercep- 


tors. The shots on the Dargan were amazing! With eight attach 
dice (albeit twin linked) he scored six hits. The amazing part 
came when four of these hits turned out to be critical, and of 
those, two were vital systems and two were on the engine. Mi- 
chael just kept rolling six after six and the poor Dargan really 
took it up the shorts. All told, he took seventeen hull hits (only 
three of which Clay saved against) and sixteen crew hits. That 
quickly the Dargan was down to a skeleton crew. Against the 
Frigates the Nova didn’t fare nearly as well, scoring one solid 
hit on Maximus one, three solid hits and a minor crit on Maxi- 
mus two, and two solid hits on Maximus four. 


Clay’s Dargan, that was just pummeled and probably not long 
for this battle, tried to get one last shot out targeting the Apollo 
lurking in the rear with his battle laser. Due to being on a skele- 
ton crew, he would only be able to fire a single weapon system. 
Pathetically, clay rolled a 2 and a 3 with his attack dice com- 
pletely missing the Apollo. Michael’s next two ships to fire 
were a couple of the Hyperians which end up finishing off the 
Dargan with a total of three more solid hits and yet another criti- 
cal hit to vital systems. The ship is both de-crewed and the hull 
breached so it ends up running adrift for the rest of the game. 
The Hyperians that finished it off also targeted Maximus three 
but missed all their shots at it. 


While the Dargan was getting pummeled, Clay tried to do the 
same to the Nova but not with quite the same spectacular results. 
The Nova ends up taking a lot of hits from all quarters, fifteen 
hull hits and fifteen crew hits in all, and although its crippled, 
it’s still in the fight. 


After Clay’s first Dargan fell, the rest of Michael’s ship turned 
their loving attention to the second Dargan and again had some 
spectacular results. The Apollo started it off with five hits from 
his advance missiles and two of these were critical hits. To 
make matters worse, one of the critical hits turned out to be a 
catastrophic explosion. All told, the previously untouched Dar- 
gan took 13 crew hits, and fifteen hull hits (after saving against 
seven!). One of the Hyperian followed up scoring two hits both 


are slower and less 
maneuverable, so 
Michael decided to 
kick it into gear 
and get out of 
dodge. Three of 
his Hyperians did 
“All power to en- 
gines” to try to 
clear the area. The 
Nova could do lit- 
tle but try and get 
off a shot before 
the end came. The 
Apollo moved as 
little as possible so 
that he would not 
wind up in front of 
the maneuvering 
Maximus Frigates. 
Clay, tried split his 
remaining ship into 
two groups, one 
group (the Altarian, 
trate any spare and a single Maxi- 
weapons on one mus Frigate) pulled 
of the Hyperians an “All stop” in 
(green) and did manage to take down about half its hull and half order to target the Apollo and get some close in shots at the Hy- 
its crew, but little else since none of the hits ended up causing perians running down their sides. The other three Maximus 
critical damage. One of the Maximus did manage to get shot off Frigates all attempted to “Come About” so that they could fall in 
at two different flights of fighters and nailed both of them. The behind the Hyperians. As it turned out, all three failed their 


of which were 
critical hits! To 
top it all off, one 
of these critical 
hits also ended up 
with another 
catastrophic —ex- 
plosion! This 
time the hull was 
breached enough 
to destroy the 
ship. Michaels 
last Hyperian took 
shots at the Al- 
tarian Destroyer 
but missed and 
also fired at one of 
the Maximus Frig- 
ates scoring a 
solid hit. 


Clay, when not 
firing at the Nova, 
tried to concen- 


turn ended again without any damage control rolls needed. crew checks so none of them could perform the action, thus 
none of them could bring targets into their forward firs arc for 
Clay’s Comments their main guns. 


Good grief!!! I have never seen someone consistently roll so 

many six’s!! Just so you know, after a hit is scored you need to Combat 

roll three consecutive sixes to get a catastrophic explosion. Mi- Combat was short this turn as all the Maximus Frigates could 
chael did it twice this turn! Of the 18 total hits he scored, fully not fire their main guns at a target, so Clay’s shots only con- 
half (9) ended up as critical hits. When measured against my sisted of some Particle Gun shots (normally an anti-fighter 
three crits out of 21 hits, it makes you a tad depressed. Well, weapon) with witch he managed to score one solid hit on the 
this turn I got my shorts handed to me in a big way. With both Nova. The Altarian was Clay’s only real weapon this turn, and 
my beams out of the game already, I’d better hope my Maximus it was the first to fire and it opened up with everything it had 


Frigates can overpower his fleet with sheer dice. since this time, he was the one that had targets in every fire are. 
His main gun went after the Apollo, and the other weapons fired 
Turn 3 on Nova and three different Hyperians all arrayed around him. 


Well, the Centauri Republic is not looking good. Already two Due to some poor rolling on Clay’s part, and good rolling on 
of its biggest ships are dead, and so far, the only kills they have Michael’s part, all hits on the Apollo and two of the Hyperians 
scores is taking out a couple flights of fighters. If they don’t were stopped by interceptors. Only hits on the Nova (who had 
turn it around soon this could end up being a short game. Clay no interceptors any more) and on the green Hyperian (who used 
manages to get the initiative this time again due to the racial up the interceptors blocking hits from the previous weapons 


modifier and makes Michael move first. system) got through, but again, only three solid hits where 
scored on each, none of them being critical. The Nova is now 

pe PP Crippled and in skeleton crew status. 

Mod 

Michael decides that its time to take out the Altarian Destroyer 
Alliance and uses it for target practice. Every ship in the Earth Alli- 
i i ance fires anything it can at the hapless Altarian managing to 
Republic stack up a total of seen solid hits and two critical hits. The Criti- 
cal hits take out an additional seen crew and 2 points without 
Movement further crippling the ship. Michaels also fires a number of other 
The movement for this turn was interesting. Both fleets essen- weapons systems at a few of the Maximus Frigates and the an- 


tially had to pass through the other. The Earth Alliance ships noying fighters, but fails to cause any hits as Interceptors, and 
16 


the dodge ability of the fighters prevents any of the hits from 
getting through. Of the two dog fights that occur, Clay wins one 
killing a third flight of Michael’s Fighters, and the other is a tie 
so nothing happens. Again the turn ends with no damage con- 
trol as ships that have damage not caused on this turn are either 
dead or beyond repairing themselves. 


Clay’s Comments 

Well, at least that turn things were not QUITE as painful. At 
least Michael’s continuous string of sixes seems to have slowed 
down. Since I failed to ever single crew test this turn, and was 
unable to bring any of my Frigates around, I didn’t cause very 
much damage this turn. Oh, and I’m about to lose my last big 
ship, but at least this next turn I should be able to get all my 
Maximus Frigates into the fray. Then I get to see how effective 
their main guns are. 


Turn 4 

This turn looks a bit challenging for the Earth Alliance as they 
look to be in a poor position. With the Maximus Frigate behind 
the Hyperians, and the Nova about to go down, only the Apollo 
is in a position to cause significant damage For the Centauri, all 
the big ship are either destroyed or next to useless, so now all 
depends on how well the frigates can do. Michael decides he 
REALLY wants initiative this time and rolls a whopping 11 
against Clay’s little roll of a four. The Centauri racial bonus 
fails to save him this time, and Clay has to move first. 


Racial Total Winner 
Mod 
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Movement 

The first four ship Clay moves are all his Frigates. Three of the, 
the ones that tried to come about and failed, all neatly fall in 
behind the fleeing Hyperains. The fourth pulls a stop and pivot 
and though it won’t be able to fire this turn, it is at least back 
into formation with the other frigates. By the time it gets around 
to the Altarian’s turn to move he decides where he is at is just 
fine and since he was already at all stop, he just stays put. 


The Earth Alliance ships all try to move away from the fighting 
so they could hopefully turn around. Knowing this is going to 
be a rough turn, they all close blast doors and brace for impact. 
Only the Apollo has any choice in what it does and it maneuvers 
to open up as many fire arcs as possible, and Clay through two 
flights of fighter onto the Apollo to see if they can do anything. 


Combat 

His turn its Michaels turn to not have very many shots as three 
of his ships have nothing to shoot at as they reload their missile. 
Since Michael won the initiative, he goes first with his dying 
Nova Targeting the Altarian with the one weapon system it is 
allowed. It scores three solid hit and a critical hit which pre- 
vents the Cruiser from firing out of its rear arc which is where 
most of the Hyperains happen to be. After this the Altarian 
opens up on the Apollo and the Hyperian to its port side, but the 
interceptors from both ships prevent any of the hits from getting 
through. 


The Apollo then returns fire and scored five hits on the Altarian, 
two of which are crits, and this puts the Altarian into skeleton 
crew status. The Apollo also manages to shoot down both 
flights of fighters that came after it. After the Apollo is finished, 
only one other shot comes from the Earth Alliance and that is 
from the Blue Hyperian and it scores one more solid hit o the 
Altarian. 


The lead two Centauri Frigates, the only two that can engage 
this turn, finally get to use their main guns again. One opens up 
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on the Nova scoring 5 hits two of which cause no damage. The 
three remaining solid hit though are enough to finally kill the 
Nova and it goes adrift. 


Turn 5 

This turn starts with five movable ships on either side, but once 
again the Centauri are closing in on the rear of the larger part of 
the Earth Alliance remaining fleet. This turn should see more 
weapons fire than the previous two turns since everyone should 
be in range, and the Earth Alliance ships are all reloaded. Clay 
this time surprises himself with a roll of box cars for initiative so 
he makes Michael go first. 


Racial Total Winner 
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Movement 

The Earth Alliance Hyperian fleet , continue in their rough for- 
mation to make their slow way around the dead planet. Because 
they need to turn, none of them can take the time to close blast 
doors. The Apollo, pretty far behind, this time decides to catch 
up to the rest of the fleet and puts all power to engines. 


The Centauri do the obvious and settle into firing positions be- 
hind and to the sides of the Hyperians hoping to so some real 
damage this time. All the frigates close their blast dorrs except 
one, this one instead concentrates all fire power on the Blue Hy- 


perian. The Altarian, pretty much useless at this point, makes a 
slow turn to the right hoping that perhaps it can catch the Hy- 
perians as the come out the other side of the planet. In the mean 
time it can take pot shots with the one weapon system it is al- 
lowed. 


Combat 

The shooting starts with the Maximus that is concentrating its 
fire on the Blue Hyperian, and he scores eight hits only two of 
which get blocked by interceptors. Of these, one is a bulkhead 
hit, one is a critical hit, and the rest are solid hits doing a total of 
5 hull hits, and 6 crew hits. The Earth Alliance returns fire from 
the Green Hyperian but interceptors block the one hit it scores. 


Next to fire is another Maximus at the same blue Hyperian. 
This time there are no interceptors, so all five hits score get 
through, but of these one causes no damage and the other four 
are all solid hits. Again fire is returned by a Hyperian, and this 
time only three of the five hits are blocked so two solid hits are 
scored on Maximus One. 


Maximus One, just having received a small bit of damage, tar- 
gets the center Hyperion in front of him and lets loose. He man- 
ages to score four hits, but three of them are blocked by inter- 
ceptors, so only a single solid hit gets through. Again a Hy- 
perian targets Maximus one and scores a critical hit on its en- 
gines. 


The fourth and final Maximus target the Green Hyperian again 
as it is the most damaged of the Hyperians, and when six hits are 
scored on it, and one of them causes a catastrophic explosion, it 
goes up in a huge fire ball and even causes a critical hit on the 
= Hyperian behind it taking 
out its engines and leaving 
in a sitting duck for next 
turn. The next Hyperian 
to fire must have been 
shaken by all of this as it 
only managed to scare one 
hit and this was again 
blocked by interceptors. 


The final ships to fire are 
the two remaining big 
ships. The Altarian man- 
ages to score two hits on 
the Apollo, but both are 
blocked by interceptors. 
The Apollo is a little luck- 
ier and scores another 
solid hit on the Altarian, 
and more importantly, 
scores two critical hits, 
and one solid hit on Maxi- 
mus one. One of the criti- 
cal hits takes out its en- 
gines, so it too is now 
dead in space until re- 
paired. The final two 
flights of fighters are in a 
dog fight and their combat 
is tied so they remain 


locked in combat. 


Clay’s Comments 

Okay, that was cool. It’s funny how my little ships seem to 
kicking tail where my big ships couldn’t do squat. I’m starting 
to think that the tables have turned and Michael may have a hard 
time pulling this one out. The Hyperians are almost useless 
against my Maximus Frigates, so if I can take out that annoying 
Apollo, the rest should be a walk in the park. 


Turn 6 

The Earth Alliance Hyperians continue to struggle to shrug off 
the pursuing Maximus Frigates. Their missile rack only being 
able to fire every other round is really starting to hurt them as 
they can’t hope to match the number of shots coming in at them. 
To make matters worst, their hull is only five where the hull on 
the frigates is six. Only the Apollo seems to be causing signifi- 
cant damage on them, but it’s simple taking too long. Both Mi- 
chael and Clay roll eights for initiative, so again the Racial bo- 
nus win the day and Michael goes first. 


Racial Total Winner 
“e 


Alliance 
| 
Republic 


Movement 

In a desperate attempt to open up a more fire arcs, both remain- 
ing Hyperians capable of movement attempt to come about. 
One fails, one does not. The Apollo skims in close to the planet 
so that it can use the gravity to help catch it up to the other ships 
and closes his blast doors in the process. 


As for the Centauri, the Maximus Frigates each pick a target and 
get nice and close to it. The one frigate that can’t move couldn’t 
be happier since he is already in a great position to pound into 
the paralyzed Hyperian. The Altarian continues it laborious turn 
and this time takes it completely out of range. There are two 
Maximus Frigates that concentrate on the Apollo, and one each 
on the Yellow Hyperian, and blue Hyperian. 


Combat 

The first Maximus to fire fires a full load into the Apollo, but all 
are blocked by the interceptors. But the interceptors are all but 
used up, so the next salvo might do something. He also scored a 
hit on the yellow Hyperian, but it too is blocked. The Apollo 
then take a shot at the distant Altarian, trying to finish it off, but 
fails to hit it. 


Next another Maximus fires its main batteries into the Blue Hy- 
perian. His interceptors do poorly and only block one of seven 
hits. Amazingly, all six fail to score critical hits, but still the six 
solid hits nearly cripple and de-crew the Hyperian. He also 
takes a pot shot at the Yellow Hyperian doing nothing more than 
making use up one more of this turns interceptors to block the 
hit. Since this is a turn when most of the aft missile racks are 
being reloaded, the Hyperians don’t get a lot of shots, and the 
shots they do get either miss or are blocked. This turn the only 
damage the Earth Alliance causes is that they win the dog fight 
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killing the last of the Centauri fighters. 


The Centauri however still have more guns to fire and do so 
with great gusto. Another Maximus unloads into the Apollo 
(this time without interceptors) dealing out three solid hits and 
one critical hit to its engines slowing it down even further. The 
other Maximus does the same to the Yellow Hyperian scoring 
seven hit. Amazingly, three of these are bulkhead hits doing no 
damage, and none of the remaining four are critical hits. 


After Action 

After the beating Michael took in turn six, it was rather obvious 
that to continue the game would be more sadistic than instruc- 
tional. Of the Remaining Earth Alliance ships, only the Apollo 
and the red Hyperian were healthy. The Yellow Hyperian was 
only half shot up, but it could not move and had a Maximus 
parked with its guns pointed right at it. The Blue Hyperian 
would not last much longer as it was about out of damage 
points. 


For the Centauri Republic, the Altarian was only limping by on 
a skeleton crew and did not have a whole lot left to its hull ei- 
ther. However, none of the Maximus frigates were very bad off, 
the worst one only having 6 points of damage on its hull, though 
a couple more hits would have put him into a skeleton crew. 


Michael’s Comments 

Well, that could have gone better. The tactics of holding back 
and pummeling the Beam-equipped ships worked well. By the 
third turn, they were gone and at the end of the fourth the other 
large ship wasn't worth spit. That left the Maximus, however. 
Those little buggers, with a combination of Hull 6, 10d6 twin 
linked guns, and a 2/45 turn rate, were swarming my Hyperians. 
I couldn't run away fast enough and wasn't maneuverable 
enough to bring my weapons to bear. When we quit, it was with 
the knowledge that the Maximus would pull down a Hyperian 
per turn. The limited dice that could be thrown in any arc against 
a target with Hull 6 and Interceptor/1 meant that I would take at 
least 2 turns to pull down a single Maximus while their 10d6 
twin linked hitting on 5+ would ravage my Hyperians. 


The Apollo would hold out better - though he would probably 
fall in the end. He's as slow as Christmas, but the Hull 6 and 
Interceptor/3 kinda makes up for this. His limited weapons arc 
means he can't get anywhere close to the action. 


The Nova did what I expected him to do - and survived a turn 
longer than I thought. In a close battle, he bought his worth out 
of the Centauri. The Hyperians did as well - in fact, most of my 
fleet did as I expected - however, the Maximus ships were more 
of a threat than I gave them credit for. 


Some folks will ask about why I took the Hyperians (who didn't 
get the missile upgrades) rather than some Sagittarius cruisers. 
Well, truth be told, I don't have any Sagittarius cruisers - and so 
"the counter mix is a limit". In retrospect, investing in a pair of 
those would have been better. In fact, bringing ships (like the 
Apollo) who can field the special missiles is worth it. I think the 
Missile Cruiser force is still workable but maybe not with the 
Hyperians - as the Special Missiles appear to be the key. 


Clay’s Comments are what it is all about. Not getting critical hits means you have 
Well, that was educational. The first third of the game I got to peck a ship to death, where one good critical hit can effec- 
simply tromped. Then the middle third seemed like nothing tively if not literally kill a ship. If that’s true, then it seems hav- 
really happened, and then the last third the Centauri came into ing a whole slew of small ships would be better than having a 
their own. I have to wonder though, the entire game my rolling smaller number of big ships. After this battle, I could be easily 
REALLY sucked. And yet still at the end it looked like the talked into field a huge fleet of nothing but Maximus Frigates to 
Earth Alliance ships didn’t have a chance. I mean if things were see how they would fare. 

a little more equal in the dice rolling arena, it seems that the 

Earth Alliance ships would not have had a chance from the be- Written and played by J Michael Tisdel and Clay Richmond 
ginning. Those interceptors are cool, but they might only get 

you through the first attacking ship that turn. Then, any other 

weapons fire coming in gets to poke at you for free. I didn’t 

really get the purpose of the fighters. They never really did any- 

thing the whole game but buzz around and get shot. Their 

weapons aren’t very good and their defenses are only good 

against ships that don’t have anti-fighter weapons. I guess they 

add flavor more than anything. 


Michael kept telling me that beam weapon rule this game, but he 
clobbered mine so fast that I was never able to tell if that was 
true or not. But on the surface of it, I’m not sure guess rolling 
10 dice and allowing interceptors to interdict, verses rolling two 
dice to bypass the interceptors, isn’t the better deal anyway 
(especially if someone else already used up the interceptors for 
you). One thing that is VERY true though, is that critical hits 
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NEWS 


‘HASSLEFRIESIAN' ‘LIBERTEE' 


Whew! ... the summer is almost over & the children go back to school next week! 


YIPPEEEE!....(not to the summer going but the kids going back to school!) 
| am sure the summer vacation gets longer each year.....it is either that or HF is growing so well that it just 
seems that | have less time in which to do everything. . . aaah well the move should solve that situation! 


Our plans are going well with Kev and | looking at houses next week and industrial premises hopefully as soon as the move is complete. 
This will mean more space to fill with 'Kev White goodness’ and also hopefully more space to be a bit more organised in (well that is the theory......) 
Kev has just finished a new monster... a zombie troll with an undead queen on his shoulders. | have taken some pics of the green which, along with 
a few images of the finished dwarf troll-slayer green, is tucked away on a another page somewhere in this wonderful publication..... well worth going 
to look for (of course i am not biased!) 


The Forum of Doom has undergone a few changes recently. One of them was to invite another small manufacturer to join us. Black Scorpion 
is run by a talented young man called Adam who shares our ethos of quality and customer service ( & also makes very cool toys!) 


Well all that remains is to thank you all for your support that you give us both financially and by visiting our Forum. 
Most people think forums are just to see what the manufacturers are producing but for us it is so you guys can tell us what 


kinds of sculpts need to be released for your current games systems & also help us shape WIP's and releases. 
THANKS MUCHLY & see you all again in 3 months time! 
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Fantasy Landscapes 


Well, this issue I have to admit that the project that I chose to 
build was motivated by selfish reasons. I’m currently involved 
in a game of D&D, and I wanted a special setup for an important 
encounter that is coming up. What I had in mind was inspired 
by the outstanding dungeon system put out by Dwarven Forge, 


which I have used before. But since I don’t actually own any of 


their interlocking dungeon system, I figured I would have to see 
about building my own. 


What I needed was a large room that looked like a place of 


power for the minions of hell. In other words some place that 
would not look all that friendly to a bunch of fun loving politi- 
cally correct good guys. Looking through my box-o-bits often 
helps me with coming up with imaginative ideas and this time 
was no exception. I found that I had a whole bunch of left over 
heads from some Games Workshop Ogre Kingdoms Bulls that I 
recently assembled. Now having a these heads mounted along 
the walls of some unholy place surely would be something 
worth building. So off to work I went. 


I decided that for ease of storage I wanted manageable sized 
pieces, but for ease of assembly I wanted as large of pieces as 
possible, so I ended up choosing my standard form size to be six 
inches by six inches. For the size room I had in mind, that 
would mean that four squares would give me a 12”x12” room, 
and I decided that I could make that work. But I also wanted to 
have a shrine in the middle for this particular encounter, but 


didn’t want to 
force the use of 
the shrine when- 
ever I used the 
other pieces, so I 
came up with a 
small design 
modification that 
~ would allow some 
flexibility. In the 
end, I decided to 
build up five main 
pieces to form the 
room. This way 
the center piece 
= with the shrine 
could be removed and a plain floor piece substituted if you 
wanted a different set-up. 


Also, to my growing list of pieces to build, I added four doors. I 
wanted to make it so I could add the doors only if desired, so the 
main room pieces would only have a two inch gap where the 
doors would fit in. Also, since the doors I was going to build 
have no moving parts, I needed to build two versions of each of 
the doors; one open, and one closed. The final small piece I 
wanted was something to put at the top of the dais. Again, this 
was something that I wanted to be interchangeable so it had to 
be a separate piece. 


At first look this project may seem a bit ambitious, but in actual- 
ity it’s not all that bad, that is if you happen to have a nice set of 


molds from Hirst Arts to make all the pieces. Since I 
wanted a rough “stone” finished look (or perhaps a 
“Dungeon” look), I used his mostly molds from his 
Fieldstone and his Dragon’s Teeth series. Glue the 
bricks together goes fairly fast, and in truth, it’s the 
design, making of the bricks and the painting that 
takes the majority of the time. 
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I started with the floors of the five primary | ie 
pieces without yet adding the walls. Most of 

the tile pieces I used for this came from the 
Flagstone Floor Tile Mold (#260). The ex- 
ceptions being the lava pits which came from 

the Large Flagstone Accessory Mold (#266) | 
and the “Blood Bath” under the shrine which = 
I created from pieces actually meant to be an ~ 
arrow slit that are found in the Fieldstone | 
Accessories Mold (#71). Working with these 
bricks is really a piece of cake, and the Hirst 
Arts web site has a great amount of tips and 
tricks to help you with all the basics. In 
short, after I used his molds to build up a nice 
stash of Plaster of Paris bricks, I used every 
day Tacky Glue to glue them all together. 
My normal mode is to first lay out the pieces 
I intend to glue together on a flat surface cov- 
ered with wax paper. Then I quickly glue 
them all together putting them in place as I 
go. After that, I use blocks of wood to 
squeeze them all together making them —*" 
straight, square, and tight. This always causes glue to squeeze 

out which is okay since too much is better than too little (hence _ 
the wax-paper), but I do dap up excess glue with a paper towel. 


This will need to dry for at least an hour before going on to the 
next step, but if you are going to move on to do the other pieces, 
it will probably take you that much time before you can get back 
to it anyway. You'll notice in the pictures that all my bricks 
look gray rather than the stark white that Plaster of Paris nor- | 
: mally looks like. That is because | 
I always add in some black pow- 
dered paint into my Plaster of 
Paris. The reason for this is so 
that should there be any damage 
to the piece, through normal use © 
and wear and tear, where some bit runnier than normal and filled in the arch about three quarters 
of the paint is chipped off, small of the way. After this dried, I took a craft knife and a very small 
specks of gray are not usually as piece of sand paper to clean it up an square off the edges giving 
noticeable as small specks of | me a nice flat mounting surface. After completing a total of 
Lilly-white. For this particular twelve of these little babies (I needed three for each of the four 
project, brown powdered paint outer pieces), I was ready to build up the walls. 
would have been better, but I 
didn’t want to start up another After building up all the walls, and again letting them dry for a 
collection of bricks of another period of time, the next to finishing off the outer four pieces was 
color. to add a few ornamental touches. This came in the form of wall 
torches and stone idol. The torches came from the mold #70 and 
When you do get back to it, the the flames I got from the Gothic Dungeon Mold (#45). As for 
next step is to build up the walls. the idol, the face came from the Fieldstone Bridge Mold (#74) 
ut before doing that, I had a and the base that I liked the best for this setting came from the 
special piece I needed to build Dragon’s Teeth Accessory Mold (#80). 
or the heads that I wanted to 
mount. Using two pieces from The circular steps that I wanted for the dais actually took me a 
_ the Fieldstone Accessories Mold while to figure out, and I was happily surprised that I could actu- 
rie (#71) and a basic block from the ally come up with a pretty good solution. The first step has a 
Fieldstone Wall Mold (#70) I radius of two and a half inches, and the interior tile pieces from 
built what would normally had the 6” Round Fieldstone Mold (#73) happen to fit the bill. The 
been a recessed arch. But I next two steps had a radius of two inches and one and a half 
wanted a flat mounting surface inches respectively and came from the 4” Round Fieldstone 
| so I mixed up some more Plaster Mold (#72). The top of the dais used a curved step from mold # 
of Paris but this time made it a 71 and the interior curved filler again came from mold #72. To 
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as possible. I ended up with 
a design that used the skull 
from mold #70, the spikes 
from mold #80, and the teeth 
from mold #73. The door 
comes from the Gothic Addi- 
tional Accessories Mold 
(#44) though the door in 
mold #71 could work just as 
well. These door pieces fit 
into the two inch wide open- 
ing that I left in the walled 
pieces and are supported with angled blocks that will rest on the 
walls to either side of the doorway. 

For the last ornamental piece that I would put on the dais, I sim- 


support the step, I 
put a couple of regu- 
lar blocks under 
them rather than fill 
the enclosed space! — 
under the steps with 
more curved pieces. 
You  couldn’t see 
them and the using | 
that many curved 
pieces would mean a_ 
bunch more runs! 
with the molds to get 
enough, so I took the | 
easy way out. Of 7. 
course, since the 
blocks are square I 
had to sand some | 
corners of so that! 
they would fit well. 


ply glued a Dragon skull from mold #80 onto a pedestal I made 
from pieces found in mold #74, this took all or maybe three sec- 
onds. That ended the construction phase. Now on to the paint- 
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The next step was to do the center piece that held the shrine. To a 
start with, the floor was simply a 6” x 6” tile section with my 
little “Blood Pool” in the exact center. For the Shrine itself, I 
built up the roof, then added the legs and finally glued the whole 
thing to the floor. For the stone peaks in the roof I used pieces 
from the Fieldstone Bridge Mold (#74) along with some regular 
fieldstone tile pieces. Then the arches on the two ends came 
from mold #71 and the side arches from mold #70. The side 
arches turned out to not quite fit in the space I had (the spacing 
between the pillars was the important part) so I had to sand off a 
quarter inch off the end of each of the blocks used to make the 
arch. For the slate roof I used the pieces from the Gothic Roof 
Mold (#235). Under the roof I used angled blocks to give me 
the slope I wanted. The large tooth shapes that decorate the roof 
spines, the twisted pillars, as well as the clawed feet they are The first two steps of the painting process is the easy part. First, 
supported by, all come from the Dragon’s Teeth Mold (#80). Plaster of Paris really likes to soak up the paint, so I like to seal 
The final touch was the gargoyle above each of the arches on the it with a very thick primer coat. For this job I leaned the hard 
ends. The gargoyles are from the Gothic Panel Accessories way that spray painting just doesn’t seem to get the job done in a 
Mold (#43) while the shelf I have him sitting on is a piece from reasonable amount of time and effort, so I hand brush a flat 
mold #74. black base paint (straight from the hardware store) onto every 
visible surface, and I lay it on thick. You can go through some 
The last significant construction would be the doors. After you significant paint here, so make sure you don’t waste your money 
come up with a design you like, these things are pretty cookie by getting expensive paint. This process normally takes two 
cutter. I of course wanted something that looked as foreboding coats, though the second coat does not need to be nearly as 
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heavy, and the primary purpose of the second coat is simply to 
catch all the spots that will appear as the paint dries from the 
first coat. You will probably still have a few spots that show up 
the second time around, but I don’t usually worry about these, 
they are not significant to worry about and they get taken care of 
in the next barrage of paint. 


a+ 


For the next step, which is putting on the base color of the 
pieces, I do resort to spray painting, or in this case, air brushing. 
For my base coat I decided to go with a dark brown earthy color, 
and again, I sprayed just about every visible surface trying to 
make sure that there was nothing left uncovered. When doing 
this, you will notice that the paint does not soak in nearly as 
much, so make sure you don’t over do it and obscure detail by 
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Well obviously from us direct (!) but in the last few 
months the amount of Worldwide HF retail outlets 
has been growing steadily & we now have retailers in 
Australia, Austria, Canada, France, Germany, Japan, 
Poland, Spain, UK,& USA. 
There is a retailers page on our website with the full listings 
& where they are. 
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putting on too much paint. After the base coat has a chance to 
get good and dry, time to brush on the highlighting. For this I 
used a beige color and dry-brushed it on all the areas where I did 
not think I would be later be specifically painting (such as the 
torches and idols for instance). I also painted the backdrops of 
where I planned on mounting the “heads” a flat black so at to 
make the heads stand out a little better. 


Now the time to mount the heads came. For this task, I mixed 
up some two part epoxy and carefully applied it to each head 
and centered it under its assigned arch. After I finished with all 
twelve, and allowed enough time for the epoxy to dry, the real 
painting could start. This is where I went through each piece 
and painted any and all detail that I felt needed it. This includes 
the torches, the lava pits, the bath of blood, the idols, the gar- 
goyles, the doors, and of course most of all the heads mounted 
on the walls. 


R COOL TOYS? 


As a final touch to the lava pits and the bath of blood under the 
shrine, I added, over the painted bottoms, something called 
“Water Effects” from Woodland Scenics. This is pretty cool 
stuff and it’s very easy to use. It has a paste like consistency 
and you squeeze in what you want, shape it if needed, and then 
let it dry. It will dry clear and essentially take its color from the 
way you painted the bottom. This gives the lava pits and the 
blood bath a really cool 3-D look to them. 
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After all the painting was completed, I took all the pieces and 
sprayed them down with a couple of coats of spray on polyure- 
thane. This stuff you can get at any hardware store and it puts a 
nice hard protective coat on the bricks. Make sure you don’t use 
a high gloss, because even a satin finish will give you something 
of a shine and a high gloss will overpower your painting. 


The final step of 
the whole project 
was to add pad- 
ding to the bot- 
toms of the big 
pieces, and to the 
sides and_bot- 
toms of the doors 
(this way I could 
fit them into their 
openings without 
scraping and 
paint off. This is 
pretty simple as 
all you do is cut 
felt to the needed 
shape, and then 
using the same 
Tacky glue that I> 
used to put the 

bricks together, 
glued it into 
place. After that, 
you are ready for 
gaming. The 
Hellish Ogres 
you see in the 
pictures are the 
Games  Work- 
shop Ogre King- 


doms Bulls that I 
mentioned (as are the 
heads mounted on 
the walls) and they 
were painted up by 
Blue Table with this 
piece specifically in 
mind. If you have 
not tried using the 
Blue Table painting 
service, you are 
missing out. I was 
more than a little 
impressed with not 
only their work, but 
) with their organiza- 
tion and turn around 
time. 


I hope that this com- 
pleted set is only the 
start of my modular dungeon. I found the entire process to be 
fairly easy and quick. The hardest part was painting the 
mounted heads, so perhaps painting them before mounting them 
might be an option, but all in all, I am really happy with the way 
it turned out and the level of effort I thought was worth it. 


Written and build by Clay Richmond 
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PIP72007 Woldwarden 
$24.99 (1 figure and data card) 

Seven pieces make up this large warbeast for the Circle Orboros 
faction of Hordes. It is a construct made of wood and stone and 
looks like it will be very easy to paint. There are glyphs all over 
the stones and these have been sculpted into the figure to make 
painting them quite easy. Assembly was very easy with this 
model. The arms fit onto the body with large joints that allow 
for some posing options if you like. There is a small separate 
“thumb” piece that goes on the left hand. The head looks like a 
big stone block that’s been carved to give it some basic human- 
oid features like eyes and cheekbones, but still retains a very 
rustic and simple appearance. The legs fit together with a small 
ball and socket joint and then they fit onto the torso of the fig- 
ure, which is one solid piece. 
Like I said, assembly was 
very easy and there were no 
fiddly bits to deal with. 
There were a few bits of 
flash that needed cleaning, 
but the mold lines were un- 
detectable. It went together 
quickly and is sitting on my 
painting table, waiting its 
turn to be painted and added 
to my Circle Orboros troops. 


The figure reminds me a bit of a Wicker Man, but obviously 
with more stone making up his body, and considerably smaller 
in size. Still, it’s cool nonetheless and could serve well in D&D 
as a golem or some other kind of construct. 


Review by Mark Theurer 
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HYSCAV1 Hydrissian Scavenger Drone 

$13.90 (1 figure) 

If you immediately have flashbacks to the drone robots in The 
Matrix movies then I’m 
right there with you. Of 
course, there are some dif- 
ferences, as the body of 
these are less round and a bit 
more flat than those in the 
movies but they still have 
the same feel. Twelve 
pieces make up the model 
and each needed some 
cleaning. They all had some 
sort of visible mold line with 
the most prominent being 


across the front of the canopy or shell of the drone. On the un- 
derside of the shell there are twelve spots that need to be filled. 
One, at the center, will be taken up by the clear flight stand. It 
will fit into the body with a bit of room to spare, but should glue 
in there pretty well. The large 40mm round plastic base has 
some round spaces on the underside that can be cut out to ac- 
commodate what would normally be a peg at the foot of a metal 
miniature, but the flight stand is a bit too wide around and you'll 
either end up cutting more out of the plastic base to make it fit 
or just gluing it down to the top of the base. I’m a bit worried 
about the long term stability of the flight stand, but it’s really an 
integral part of the model and I could be over-worrying the 
situation. Using some epoxy to attach the clear stand to the base 
and then some cotton fluff to hide the epoxy and simulate some 
smoke or dust being kicked up might be the best solution. 


You really have free reign when choosing which of the eleven 
“arms” to put where on the underside of the model and there’s 
no reason for any two drone models to be exactly alike. There is 
one piece that’s looks more like it would belong as a “tail” than 
the others, but you could drop it in wherever you like. Of the 
other ten pieces there are duplicates of five pieces, except they 
are not all really exact duplicates. Three of the squiggly ap- 
pendages are the same in form, and presumably function, but 
have slightly different sizes. What I mean is that their blades 
might be slightly different in length or something like that. It’s 
noticeable that they are not perfectly symmetrical, but it doesn’t 
really de tract from the model since you don’t need to position 
them directly opposite of each other. There’s also a bit of bend- 
ability to some of the arms and you could carefully reposition 
them if you wanted. 


In spite of what I feel is the rather breakable nature of the flying 
stand I like the figure very much and have to say that it’s proba- 
bly my favorite of the whole Alpha Forge line! I plan to use it, 
them really as I picked up three of them, as some type of secu- 
rity robot in Rezolution, but they could easily be dropped into 
another miniatures or sci-fi rpg. 


YAGI Yagamuna warrior advancing 
$3.30 (1 figure) 

Alpha Forge has treated us with 
a new treat this go around by 
starting a new line of 28mm 
fantasy miniatures called Dark 
Tribes of the Abyss. The first 
of these are what they are call- 
ing Yagamuna, or ‘Deep gob- 
lins’. This model is the first on 
the block of these strange alien 
looking creatures. The model is 
a single pieces solid cast model 
complete with a round plastic ai 
slotta base. There is only the te 


barest hint of a mold line on his bare legs, and wicked looking 
sword, and excess metal is limited to only a couple spurs. The 
detail around the head is pretty interesting giving the thing 
something of a bat like look with the exception of it’s very elon- 
gated head. Bumping into a bunch of these dudes in a dark place 
is sure to give anyone the heebie jeebies. 


YAG? Yagamuna warrior shooting crossbow 
$3.30 (1 figure) 

The second in the line of Yagamuna 
is this guy who is armed with a com- 
pact looking crossbow. One thing 
about these guys is that they are all 
blind, and in fact don’t even have 
eyes. Instead they use sonar, like a 
bat, to substitute for their vision. I 
guess if they are using missile weap- 
ons, the substitution works pretty 
well. This model is a single piece 
model and also comes with the 
round plastic slotta base. As far as 
molds lines and excess metal, this 
guy is even cleaner than the first and is essentially ready to paint 
right out the bag. The detail on these guys’ shields is pretty cool, 
and each one of the different casts has a different looking shield, 
which also is pretty neat in my book. 


YAG3 Yagamuna warrior attacking 
$3.30 (1 figure) 

This guy is the next in the series of 
“Deep goblins”, and this time, in- 
stead of a sword, he is carrying an 
axe that is just as nasty looking. 
This model comes in three pieces 
not counting the round plastic slotta 
base. The shield this time comes as 
its own piece, and this time the 
shield has even a different shape to 

it as well as unique emblem embla- 
zoned on it. The shield attaches to 
the arm that it supposed to be hold- 
ing it just with a flat face joint. The 
next piece however is the other arm holding its axe and this 
piece attaches with a nice little pin at the shoulder. All the 
pieces are happily clean of flash, so the only prep work needed 
is cleaning off a few mold lines. Once assembled, the model is 
well balanced, and has not discernable weak points. This is an- 
other good addition to the Yagamuna war party. 


YAG4 Yagamuna warrior loading crossbow 

$3.30 (1 figure) 

This model is another pose of the Yagamuna warrior armed with 
a crossbow. This one is in the process of putting a quarrel in 
place. The model in a single piece solid cast model and comes 
with the standard round plastic slotta base. Like the other mod- 
els in this series, he is relatively free of flash and molds lines so 
he cleans up quick and easy. Also like the previous models, it’s 
a good quality casting with no weak points or balance issues. It 
seems that the Yagamuna don’t have much need of clothes as 
the primary garment I’ve seen on the warrior is an extra long 
loin cloth. The also have the occasional bit of armor, and they 
have leather straps banding their feet, but for the most part they 
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appear to depend on their hide 
more than anything else for 
protection. This should make 
for easy painting. 


YAGS5 Yagamuna champion 
$3.60 (1 figure) 

This is where we start getting 
into the more elaborate Yaga- 
muna. This one is heavily 
armored with well made and 
ornate armor complete with 
embossed symbols similar to 
those found on their shields. The helmets are pretty interesting 
since there is no need to have visors or any other accommoda- 
tions made for sight. The model comes in three pieces not 
counting the round plastic slotta base that is also included. The 
right arm comes detached and fits into the shoulder with a nice 
pin. The shield also comes detached 
and it glues to the side of the model 
over the left arm with a flat face to 
face joint. This guy’s shield, like his 
attire, is a tad bit fancier than the run 
of the mill warrior’s that we’ve seen 
before. All the pieces came com- 
pletely free of flash and only the 
vague hint of mold lines, so cleanup 
on this guy is a breeze. This is a 
pretty cool looking Yagamuna, and 
I’m hoping that Alpha Forge comes 
out with more of these heavily ar- 
mored types. 


YAG6 Yagamuna shaman 
$3.90 (1 figure) 

No Dark tribe of the Abyss would be complete without someone 
that dabbles in the mystic arts. The Yagamuna are no exception. 
This model depicts a Yagamuna shaman either flying or in mid- 
leap with his finger pointed forward as if in the midst of casting 
a spell or something. The model come in two pieces and is sup- 
plied with a round plastic slotta base. The one piece that is not 
attached to the main torso is the left arm which carries a large 
staff that has what appears to be a skull of a ram mounted on the 
top of it. The staff is long 
and fairly slender, so you 
may well have to 
straighten it when it comes 
out of it’s packaging. 
There were some minor 
metal spurs to knock off 
and a few mold lines to 
clean up, but for the most 
part the model is very 
clean and free of debris. 
The left arm attaches to 
the shoulder with a small 
pin making a good solid 
joint. For a model that has 
both it’s feet up in air, the 
figure is neither fragile at 
the base nor over bal- 
anced. 


Something that caught my eye on this guy is that he is actually 
wearing a leather cap, which is no small task given the size and 
shape of these guys’ heads, but it, and the other paraphernalia he 
has at his hip is a good way to identify this dudes rank and sta- 
tion. 


YAGWASP!1 Yagamuna Giant Wasp Rider 
$26.50 (1 mounted figure) 
Okay, this model is pretty cool. It will also be a model that will 


take you more than a moment of two to assemble. In total, there ~ 


are fourteen different metal 
pieces, plus a large 2” plastic 
base, and a clear plastic 
mounting rod. The list of 

pieces goes like this; six legs, 
two antenna, giant wasp body, 
giant wasp head, two wing, 
main torso of the rider, and 
right arm w/ weapon of the 
rider. As you can see, this guy 
comes with “some assembly 
required”. Luckily, though there are a lot of pieces, the sculpter 
has engineered this model pretty well. All the part of the wasp 
(and the riders arm) fit together very well using pin in socket 
joints, and all seem to fit quite well, and make for good joints. 
Of course, with six legs, two wings, two antenna and a long 
lance all sticking out in different directions, I dare say that 
should you knock over or drop this piece, you’ll be picking 


more than one back up. The lance, which measures three and a! # 


half inches long, is easily bent, so it will probably have to be 
straightened before assembly. The good news is that even with 
all the small pieces, flash and excess metal spurs were mostly 
absent. There were a few mold lines, but nothing serious. The 
rider appears to be much the same as the other Yagamuna warri- 
ors except this one has a helmet on unlike most of the others. 
This is an excellent model and one sure to gain some attention 
(whether wanted or unwanted) on the gaming table. 


Reviews by Clay Richmond and Mark Theurer 


—- 


280409-0043 Haqqislam Kum Motorized Troops 

25.00 € (2 mounted figures plus counters) 

After dumping out and sorting the parts to the Kum Motorized 
Troops I found that the bikes themselves are made up of three 
identical parts (frame, wheel and foot-rest assembly) plus a set 
of handlebars that either has one or two rider hands attached. 
The bikes mount onto a 40mm round base via a metal tab. The 
wheel connects to the bike with a ball/socket joint and did not 
need to be bored out at all as it fit just fine and left a bit of room 
to rotate the wheel a bit if you like to simulate a turn. The male 
rider comes in three parts (legs, torso and gun) and once assem- 
bled he’s sitting on the bike but facing backwards to shoot at an 
enemy. The female’s gun is holstered and she’s in a pose that 
simulates a rather quick stop as she’s thrust forward a bit out of 
her seat and her ample bosom appears to be ready to fall out of 
her jacket that’s been unzipped quite a bit. It must be really hot 
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wherever they are fighting J She comes in two parts and each 
rider had some bits of flash in various places, but both were 
really well sculpted and have a lot of clean detail. All of the 
parts, bikes and riders, needed some cleaning, but mold lines 
were either non-existent or very faint. I have to admit that the 
first thing that I thought of when it came to unicycles were 
clowns in the circus, but I think that Corvus Belli pulled off an 
interesting idea well with these. They definitely have the look 
of a sleek motorbike. I like the pose of the male rider more than 


_ the female, but with some careful adjusting of the female’s legs 
‘ you could probably alter the pose if you wish. 


280503-0048 Nomad Hellcats (Combi-Rifle, ADHL) 
12. 00 € (2 figures) 
Oh, jetpack guys with big guns. Sign me up! I liked these guys 


right away just from seeing their picture on the card that comes 
in the blister. Each guy is made up of six parts (four of them are 
small fins and the other two are the body and gun) and there was 
a decent bit of flash to be cleaned off of the body, but not much 
anywhere else. The fins come on two metal sprues and need to 
be carefully clipped off. Each guy (actually, one is a female) is 
wearing a tight-fitting armored suit and has a sleek rounded hel- 
met like the Rocketeer. A small turbine is strapped to their back 
and they appear to be in either a landing or taking off pose. 
Each of the guns fit easily into place as one arm/shoulder and 
the other hand are sculpted right on to the gun so there’s really 
not much of a chance of you putting them together wrong. 
There’s also not much (unless you’re a green putty wiz) of alter- 
ing the way that the gun is held, but I can live with that as they 
are really cool just the way they are. If you’re not playing Infin- 
ity and still have a Warzone fix that needs to be attended to 
these guys would make outstanding Martian Banshees in a Capi- 
tol army. 


280504-0049 Nomad Zond Remotes 

22.00 € (2 figures plus counters) 

I expect there to be lots of bits that go into making the remotes 
for Infinity, but my initial thoughts about the Nomad remotes 
was that they look and feel substantially bulkier then the 
Hagqqislam remotes that I was able to review last issue. The 


‘head’ I the largest single part of the model and the four legs are 
made up of two sections that each have two legs on it. The legs 
end in wheels or rollers, which I’m sure aid in movement on 
streets or other hard ground, but might be a hindrance in very 
rough terrain. The legs fit onto the head/body very easily and 
give you a bit of movement options. You could even carefully 
bend out the longer legs to simulate them going around an obsta- 
cle. The lines on the armor plating are straight and give a nice 
definition to the bulk of the model and should be easy to paint 
individually if you want to make the plate stick out from the 
seams. There’s a variety of antennae that go on each model and 
these were the parts that needed the most cleaning as some of 
them came out of the mold with a thin webbing of metal around 
them. There three weapon options in the pack. The two that 
you see in the picture plus a third that looks like a heavy flame- 
thrower. Assembly was not hard at all and even with the several 
antennae there are not too many small fiddly bits to glue to 
yourself. Very cool looking robots that could also be useful in a 
sci-fi or even superhero rpg. 


280111-0044 Ariadna Antipode Assault Pack 
25.00 € (4 figures plus counters) 


lilt : 
I’ve come to accept that I probably won’t be getting any remotes 
or big giant mecha-like guys for my Ariadna army, so what will 
they give me? Ooh, these look like genetically engineered 
werewolf-ish monsters! Ok, I can live with that. This box 
comes with one ‘controller’ figure an parts for three wolf-guys. 
The controller is a female that carries a large smoke grenade 
launcher and is looking down at some kind of electronic device. 
She’s wearing somewhat tight clothes and a shirt that shows off 
her belly. She’ll fit in nicely with the rest of my Ariadna fig- 
ures. With the wolf-guys you get four pieces per model and can 
do a lot of mixing and matching to put together different poses. 
On one of mine I built up a small mound of dirt with green putty 
and gently bent the legs to get him almost standing up and have 
his nose in the air like he’s trying to pick up an enemy’s scent. 
Of course, I also ended up with one that looks like he’s taking a 
poop, so I guess your mileage will vary when swapping parts 
out and altering poses. When separating the weapons from the 
other metal bits that they are attached to you’ll want to be care- 
ful. I was a bit less than I should have been and ended up break- 
ing off part of the handle to one of the bladed weapons and 


ended up losing the small bit that came off. I was able to re- 
place it easily enough, but would have rather been careful in the 
first place and not had to do the repair. Mold lines were visible 
in a few places but, in general, the cleaning and assembly was 
pretty easy and they are sitting on my table ready to get primed 
and painted (as soon as the humidity cooperates) for an Infinity 
battle report in December. 


280212-0045 Croc Man (Sniper) 


7, 00€ (1 figure) 


This Croc Man is a sniper for the PanOceania army in Infinity. 
If you don’t already know, 
Croc Men are pretty good 
infiltrators, so making them 
snipers is kind of natural. Any 
way, this guy comes in five 
pieces and a round plastic 
slotta base. Two of the pieces 
are the antenna that attach to 
his armor on the back. An- 
other is his sniper riffle which 
includes his right arm and left 
hand. His left arm, from 
shoulder to wrist, is a separate 
little piece (which I had some 
little difficulty getting glue into place) and finally there is the 
torso. The stance of this guy is very cool with his left foot very 
far forward putting most of his weight on his braced right leg 
while he carefully takes aim down the barrel of his very long 
riffle. There were only a few errant pieces of metal on the 
smaller pieces, and none on the body. The two antennas were 
mounted on a sprue that required some minimal cleanup. 
Though there are no real weak points on the model, the antenna 
by their nature could be a bit fragile, but if you’re collecting the 
PanOceania army, as I am, you know that this is only to be ex- 
pected as it seems much of the army wear these little electronic 
ears. I couldn’t find any trace of a mold line, and balance for 
the assembled model is perfect. I really like this model and I’m 
putting it next on my list to paint up and get him put in the ranks 
of my army. 


280312-0039 Guilang (Ghost Wolves) (Combi Rifle) 

7, 0O€ (1 figure) 

This model is part of the Yu Jing army in the game of Infinity, 
and this guy has something of a flair to him. He is holding his 
Combi Rifle up in a safe position, as if he just successfully fin- 
ished off the last of his opponents, while his long coat flaps in 
the breeze revealing some of his more traditional military garb 
beneath. The thing that makes this guy look like he just may be 
someone you don’t want to mess with, 
is his headgear which completely cov- 
ers his head and face, and the mask has 
a bit of an alien look to it. The model 
comes in three pieces, the torso, the 
Combi Riffle, and the left arm (the right 
arm is part of the Combi Riffle piece). 
A round plastic slotta base is also in- 
cluded. The joints are flat face to face 
type joints so fitting the small pieces 
together without getting your fingers 
nice and glued up may be a challenge. 
Flash and mold lines were very slight, 


so even though this guy has some really good detail on him, 
cleanup was quick and easy. This is a good looking model with 
nice clean distinct lines. 

280501-0047 Starter Pack Nomads 


SERRA SE 


30, 00€ (6 figures) 

Infinity has expanded yet again this time we have the Nomads 
making their début with this Starter Pack. Included in the pack 
are a total of six models. Four of them being single piece mod- 
els, one of the being a two piece model, and the final one comes 
in three pieces. All six come with round plastic slotta bases. 
First in the line-up is a female “Alguacil” armed with a Combi 
Riffle. She is in a braced position taking careful aim down the 
barrel of her weapon at a target to her side while her hair flares 
behind her. The next two figures are also Combi Rifle carrying 
Alguacil, but these two are males. They are in similar poses, 
evidently in the process of advancing on an enemy position. All 
three of the Alguacil are single piece models. Next we have a 
“Securitate” model armed again with a Combi-Rifle. She looks 
like a fashion model in a soldier’s uniform and she too is a sin- 
gle piece model. By her stance she just might think she is on a 
stage rather than on the battle field. She has a metal tab support- 


ing her left hand, so that needs to be trimmed of and cleaned up. 
The next model is the three piece model of a “Mobile Brigada” 
armed with a multi rifle. This is a heavily armored lady that 
looks like she could take a few punches. Her right arm is carry- 
ing the weapon and comes as a detached piece. Her left arm 
supports the weapon in her right arm, and this also comes de- 
tached. The rest of the model comes as the third piece. The 
final model in the set is a “Zero” armed with a Combi rifle. The 
pieces for this model break down into the torso, and the right 
arm/weapon combo. This figure is probably my favorite in the 
set, and he definitely has the look of a behind the lines type in- 
filtrator. All the model in the set have great detail and are rela- 
tively free of flash and mold lines with a few metal spurs here 
and there being the only real things you have to clean up. This 
is a good set and has a good variety if you plan on starting a 
Nomad army. 


280502-0040 Interventor (Hacker) 

7, 00€ (1 figure) 

This little lady is part of the Nomads, a 
relatively new army for the game of 
Infinity. She comes in four pieces, not 
counting the round plastic slotta base 
or plastic sheet of possible cutouts that 
you can add to simulate her holo- 
graphic heads-up computer screens. 
The four pieces include two arms, a 
riffle (a piece that is optional), and the 
main torso. The two arms are attached 
to a common sprue, and the cleanup 
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here was actually a fair piece of work between the sprue and 
some significant flash. It doesn’t help that the arms are rather 
small and not real easy to hold onto, but once finished, they at- 
tach to the torso in nice ball in socket joints with plenty of con- 
tact. The gun and torso are much better with only a few excess 
metal spurs and some minor mold lines to clean off. With her 
stance, and flailing long hair, I personally think she would look 
best if you didn’t bother to use the supplied riffle; it just looks a 
bit crowded with it strapped to her side or back, but to each their 
own. Either way, the model is well balanced and there are no 
real problem areas on it. The detail is also nice and the long, 
thigh length hair is uniquely done and is probably my favorite 
part of the model. 


280313-0046 Ko Dali 

7, 0O€ (1 figure) 

I’m (Brian) back reviewing 
another Yu Jing model. Your 
publisher asked me to look at 
this model because Corvus 
Belli produced it and I own 
quite a few of Corvus Belli’s 
15mm historical figures. I 
must say that I find no differ- 
ence in quality between their 15mm and 28mm lines. This fig- 
ure measures up to what I have come to expect in terms of CB’s 
production value. Ko Dali is a combat figure for the Yu Jing 
faction of the Infinity 28mm miniatures game. Bottom line: this 
is a very nice figure. I found no mold lines. I’m a big fan of no 
mold lines because I tend to butcher figures when having to deli- 
cate file work on them. What little flash that I found was easily 
removed with clippers and a small file (I didn’t butcher this 
one). This process too all of about two minutes. The model is 
molded in two pieces: a torso and a right arm (with rifle). The 
arm and joint fit together quite cleanly. I had to do no work to 
get a good fit when attaching the arm to the torso. 


Ko Dali is very well sculpted. There is plenty of detail, but not 
so much as to make an amateur painter nervous. Like Zhanshi, 
which I reviewed last time, this model is VERY female. She fits 
in quite well with the genre and the rest of the Yu Jing figures. 
Ko Dali looks MEAN. She is armed with an impressive sword 
and assault rifle. The face looks decidedly female, as does her 
well-proportioned body. Ko Dali’s pose is very action oriented. 
She appears to be in the midst of a sprint or about to leap into 
the air. I really could not find any major drawback to this fig- 
ure. I’m looking forward to putting some paint on it. Ko Dali 
also has potential to work in any kind of game that is post- 
modern and/or militaristic in nature. So, if you like armed, sci- 
fi, female figures then this one is just for you. 


300229-0050 Feng Xi Jiang 
Sculpted by Carlos Torres 
5, 50€ (1 figure) 

This kingly looking model is a two piece solid cast model com- 
plete with a square plastic slotta base. I say kingly because of 
his amazing oriental style armor that he wears which would put 
any samurai warrior instantly to shame. His left arm is the 
part that comes detached, and it glues on at the shoulder with 
a flat face joint. The arm is a small piece and is not holding 
anything, so the joint should be sufficient. The model as a 
whole was free of flash and mold lines and the only cleanup 


_ figure. First his one legged 


Feng Xi Jiang 


needed at all was to remove a cou- 
ple metal spurs. This guy has a 
variety of steamers, and like I men- 
tioned, some very ornate armor, so 
he might be worth putting a little 
extra effort into when you are 
painting him. All the detail on the 
figure is sharp and distinct and I 
have to say that the detail on the 
model makes it one of the more 
impressive models I’ve seen this 
issue. 


300502-0049 Neko 
Sculpted by Carlos Torres 
5, 50€ (1 figure) 

Neko is not your everyday 


stance looks like a fancy 
training exercise that most 
men might find difficult to 
imitate. Second, his floppy 
straw hat is not the usual 
headgear of choice for a 
ninja master. The third and 
final thing that comes to 
mind is that this particular 
little ninja is a goblin. The model comes in three pieces and 
comes with a square plastic slotta base. Two of the pieces are 
the arms, one of which holds a quarter staff. Both arms attach to 
the main torso in ball in socket joints. As far as flash and molds 
lines go, all the pieces have very little, so the clean up is fast and 
easy. For having only one foot on the ground, the model sur- 
prisingly has no weak points nor does it have any balance issues. 
Much of the model is covered with clothing and robes, but his 
face has some excellent detail in it, and has to be my favorite 
part of the model. One item of note, the picture on the blister, as 
well as the picture on the web site, shows Neko standing on a 
rock that protrudes out of the ground, but in fact that is not in- 
cluded in the model; instead he is standing on flat ground. 


Reviews by Mark Theurer, Clay Richmond 
and Brian Ahrens 
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ABG3008 APAC TADS 1 

ABG3009 APAC TADS 2 

$14.99 each (1 figure per code) 

Both sculpted by James Van Schaik 

Each of these blisters contains a cyborg trooper for the APAC 
faction in Rezolution. Each blister comes with the troop card 
that you would expect and a large (40mm) round plastic base. I 
dumped the contents of each blister out on my work table and 
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was somewhat aston- 
ished at the number of 
parts that were there. 
On further examination I 
found that not all of 
them go into the assem- 
bly of a single TADS 
and you are given quite 
a few assembly options. 


The main part of each 
figure is the body. On 
the female version one 
leg is a separate piece 
and the head and arms/ 
hands are individual 
parts on both models. 
If you remember the 
Fem-Bots from Austin 
Powers you’ll know that they had machine guns coming out of 
their “jumblies”. Well, the female version looks a tiny bit like 
she does too and it made me chuckle. 


Both bodies also have a “fin” that attaches on the back of the 
model to assist with their limited flight/jump ability. The tur- 
bines on their back are quite cool looking and I like the overall 
look of the models very much. 


All of the parts had a 
slightly visible mold line 
and there were some bits of 
flash here and there that 
needed to be cleaned, but 
there were no defects. De- 
spite the relatively large 
number of potential parts 
that can be used to assem- 
ble the TADS they were not 
hard to put together and 
look very sleek and stylish 
once completed. I like 
them very much and they’d 
make very good robot war- 
riors outside of Rezolution 
if you have a use for them. 
My only beef is that I didn’t 
have them in time to use 
against Clay’s Dravani in 
last issue’s battle report. 


ABG4004 Dravani Executor Vassals 

$8.99 (2 figures) 

Sculpted by James Van Schaik 

Each of these figures comes as single-piece models and depicts 
a human-ish trooper from the Dravani faction. Both are wearing 
tight fitting bodysuits, but the male has a long flowing overcoat 
that’s swooshing around that gives him much more of an ap- 
pearance of movement than the female who is a bit static. The 
male also reminds me, at least a little bit, of the movie Equilib- 
rium. The female doesn’t have any visible cyber-wear, but does 
have a pair of sporty sunglasses. The male has a bald head that 
is accented with some kind of microchip thing on the left side. 
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Both figures did have a 
visible mild line that 
needed to be carefully 
removed. It was more 
prominent on the male, 
but the female did have a 
small two small bits of 
metal webbing between 
her arms and torso. Both 
figures are very usable 
outside of Rezolution if 
you are running a modern 
or near-future role- 
playing game. 


ABG2008 CSO Peace Keeper Box Set 
$25.99 (6 figures) 
Sculpted by James Van Schaik 


In this box set you get enough bits and pieces to make six new 
CSO Peace Keepers. These are an update of the previous ver- 
sions that were/are available and are all multi-piece models that 
you'll need to do some prep and assembly work to before they 
are ready to be primed. 


The bulk of each figure is the body, which consists of the upper 
and lower torso and legs. There are five different body poses 
with one crouching, one running and the other four standing. 
The heads are separate pieces and you get three different heads 
in the group of six. All are wearing helmets that have an at- 
tached breathing apparatus. Two come with closed visors, two 
with open visors where the face of the trooper is visible and two 
with an open visor, but the trooper has a targeting device over 
one eye and an antenna on the helmet. Nice bit of variety here 
when they could have just tossed in six identical helmets. The 
arms come on six metal sprues and five come with a right- 
handed held gun and a left hand to either cradle it or to be posed 
on its own. The sixth sprue has a left-handed held gun and two 
right arms sculpted at different angles. The arms join up to the 
bodies with a flat-on-flat joint and allow for a lot of flexibility 
on your part to determine which arms go on which guys and also 
give some extra range of motion for how they are posed. 


There was more cleaning to be done on the guns than anything 
else and this was mostly bits of flash, but there were some molds 
lines here and there. You’ll want to carefully cut away the arms 
from the tab and not just twist or pry them off. If you rush 
through this part you could damage the shoulder pads a little and 
while it could create some battle damage I’d rather have them 
come off cleanly and just took an extra second or two per arm to 


clip them off and then clean them up before assembly. 


They have a very hard sci-fi look to them and I like them a lot. 
They could easily be dropped into a Traveller20 rpg or even be 
used as very cool looking Imperial Guard in 40K. They also 
look like they would be much more effective than today’s UN 
Peacekeepers. Yes, very much a winner here! 


ABG4012 Dravani The Damned Leader Pack 
$8.99 (3 figures) 
Sculpted by Steve Saunders 


This blister comes with three individual models, all in different 
poses. In fact, being who they are, these models not only come 
in different poses, but they also come with different missing 
body parts. All three models are single piece solid cast models 
and all come with a round plastic slotta base. Included in the 
blister is the data card for “The Damned”. The Damned are 
folks that have been mutilated and tortured and then surgically 
enhanced into monstrous parodies of what they once were so 
that they joyfully throw themselves into harms way. These par- 
ticular Damned are no exception. One is a female whose legs 
have been removed below the knee. Another is a guy whose left 
arm is missing and has something mechanical embedded in his 
shoulder instead. The third is the most normal looking one be- 
cause the only thing he seems to be missing is one hand ... oh, 
and his face. All three have very nicely done detail and only a 
few spurs of metal to clean off. Mold lines were just about im- 
perceptible, so cleanup on these models is fast and easy. These 
models do a pretty good job of giving you a graphical picture of 
the handiwork that the Dravani are capable of, and will defi- 
nitely be models that should be more than a little interesting to 
paint up (you could have a lot of fun with these). 


ABG4008 Dravani Baggers 

$9.99 (2 figures) 

Sculpted by James Van Schaik 

The Dravani Baggers, I discovered when doing the Rezolution 
battle report, are some very effective troops. Of course they are 
ugly as all get out, but I guess that is part of their effectiveness. 
This blister comes with two models in different poses, but there 
are actually four different poses available. Of the two models in 
this particular blister, one was a single piece model and the other 
was a three piece model. Both also came with the standard 
round plastic slotta bases. The three piece model came with its 
arms detached, and they mount on the shoulders with flat face to 
face joints. Both models have good detail and have very little 
flash and spurious metal that will need to be cleaned off. The 
exception would be the tab that the two arms come attached to 
for the three piece model. The only real strength issue for either 


model would have to be the joints on the three piece model. The 
small flat surface area, that is provided to mount the arms on, 
makes me a bit uncomfortable seeing the length of the arms, so a 
small pin might be in order. Besides that, these are a couple 
more good models to add to the not so PC forces of the Dravani. 


ABG6009 Merc: The Ferryman 
$7.99 (1 figure) 

Sculpted by James Van Schaik 
The Ferryman is a “Merc” unit 
and though he is armed with very 
modern, and very deadly, weap- 
ons, he looks like he came 
straight from the Scottish high- 
lands without passing “Go”. The 
model is a two pieces model 
(upper and lower torso) and 
comes with a round plastic slotta 
base and a data card. Unlike most of the other Rezolution mod- 
els I’ve see, this one could actually be used without the slotta 
base as it has an integrated base, and it’s a base that could allow 
the model to stand on its own (though its narrow enough that 
there may be a balance problem. The two pieces join at the fig- 
ure’s waist, with a flat face to face joint that has enough surface 
area to make it a good solid joint. The upper torso piece has a 
couple of fair sized tabs that you will have to clip off and the 
flash and mold lines will also cause you a minute or two of 
cleanup. The bottom part of the torso is a whole lot easier and 
took me all of two seconds to clean up as there were no mold 
lines, flash or tabs. The outfit the guy is wearing appears to be 
a traditional kilt which looks kind of unique when taken with his 
sawed off shotgun and machine pistol the dude is toting. I have 
to say that I like this model a lot, and it’s a bit outside the look 
of you normal Rezolution model. 


Reviews by Mark Theurer and Clay Richmond 
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HFAO017 Billie (Hunted) £3.00 

HFAO018 Billie (Hunter) £3.00 

Both sculpted by Kev White 

Both of these miniatures are different versions of a little girl 
named Billie, who has more than a passing resemblance to Newt 
from the movie Aliens. Both are single piece models that come 
with a small round base. 


The ‘hunted’ version had a few bits 
of flash and a visible mold line that 
ran the length of the model on the 
right side but was not too heavy. It 
was removed easily. She is dressed 
, in torn overalls, shoes and a long 
_ sleeve shirt and has a scared or timid 
look on her face. Her arms are 
__ crossed and she clutches a small doll 
in her left hand. She would make a 
, very good citizen/victim in a modern 
horror rpg or miniatures game and 
would also serve well as one of the 
characters in a board game like Betrayal at House on the Hill. 


The ‘hunter’ 
version _is 
quite differ- 
ent and fol- 
lows her 
movie trans- 
formation 
from scared | 
little girl 
who  some- 
how has 
managed to 
survive the 
alien infestation to a bug hunter. Ok, so Newt didn’t really go 
shooting up any bugs in the movie and they totally screwed the 
character over in Alien’, but that’s a whole other discussion. 
She is wearing the same clothes as before but is now armed with 
a pulse rifle and has a military helmet on. Sure, both are too big 
for her and this is accurately depicted on the model. If you can 
remember Newt saluting and saying, “Affirmative!” in the 
movie Aliens then I think that you’ll agree that the miniature is 
dead-on, at least in concept. I’m thinking of dropping the 
‘hunter’ version into a unit of CSO Peace Keepers or Troopers 
in Rezolution just for grins. 


HFP005 Buckle £3.00 
Sculpted by Alex M. 
Oh, what a little bundle of green attitude we have here! Buckle 
comes with a separate sword that could either be glued to his 
belt or just laid down on the ground in front of him. This could 
look quite proper as he has his arms crossed and his nose turned 
up like a petulant child. He’s wearing a large-brimmed piratey 
had and puffy pantaloons that look like they will be fun to paint 
in wild colors. I suppose he has shoes on to keep from getting 
»» splinters from the ship’s deck. 
The mold line was visible on the 
figure, but it was not thick or 
heavy. There were a couple of 
bits of flash that needed clean- 
~ ing also. His upper torso is 
|e muscular (well, as muscular as a 
® goblin can be) and well defined, 
but the folded arms and look on 
his face are just priceless. 
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squad. 
Yew, P. Yew, B. 


that come with a small 


my Cygnar army in Warmachine. His build is a bit more slight 
than theirs and I might have to swap out his sword for a big 
wrench or some other kind of tool, but I think he’ll fit in well. 
His look, to me anyway, is that of a spoiled worker that’d de- 
cided to go on strike. Right up until he catches a boot in the 
butt, that is. Of course, he would also do very well as a pirate, 
his originally intended purpose, in any fantasy game. Just as I 
plan to drop him into Warmachine you could also add a bit of 
variety to a group of goblin pirates in Confrontation. 


HFK003 — HFK007 
Kindred Troopers £2.50 each 
Sculpted by Kev White 


Expanding on the two 
Kindred that Hassle- 
free initially released 
we now have enough 
of the little buggers to 
make up a_ whole 
Privates H. 


McGrew, C. Dribble 
and A. Grubb are each 
sold separately and are 
single piece figures 


round base. All five 
wear the same gear 
and armor and fit in 
with each other per- 
fectly. All five are 
also in unique poses 
with one firing his 
weapon, one marching 
and three at the ready. 
Like their superiors 
these guys are all 
bare-foot. They are 
all carrying a_back- 
pack, canteen, a knife 
and multiple pouches. 
Detail is excellent all 
around and you could 
probably paint these 
up very quickly, and 
to a decent standard, 
with just a few colors 
and a quick ink wash. 
Each had a bit of 
flash, but for the most 
part the mold lines 
were either non- 
existent or very faint. 
Ok, so what are you 
going to use them for? 
They are not exactly 
sci-fi in look, at least 
not in the same way 
that the Grymn are, 
but I think they could 
be used in that type of 
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‘Fat Goblin’ 


part of the 


HFDOOS ‘Hasslefriesian’' 
Dwarf troll slayer 


setting without too much trouble. In the same way that some 
people use the Grymn in place of Imperial Guard in 40K you 
could also build some units out of these guys. I’d like to build a 
CSO army for Rezolution using Grymn as Peace Keepers and 
and be 


Kindred as CSO Troopers. I think it’Il work just fine 
pretty unique. ’ 
HFP006 

Patrice £3.00 

Sculpted by Patrick Keith 
Patrice may be one of the 
more interesting pirate models 
you are likely to come across. 
She is a one piece model and 
comes with a round plastic 
slotta base. As is normal with 
Hasslefree, this is a very well 
done sculpt with plenty of sharp detail. Patrice is a good look- 
ing gal, and does not appear to be very shy as she coyly sights 
down the end of the pistol with her upraised cutlass raised be- 
hind her. The model is balanced well and if there is weak point 
in the model it would have to be where the blade of the sword 
meets the hilt. The metal here is thin enough that if you play 
with it too much you’ll be trying to glue it back together as it 
doesn’t take much of a touch to bend the sword at that point. 
There were very few, and very faint molds lines to worry about 
and the only excess metal to be found were a few flimsy spurs. 
This is a cool looking model and just might make you want to be 
a pirate yourself. 


Reviews by Mark Theurer and Clay Richmond 


HHO010 Super Dynamic Boris £4.00 
Sculpted by Andy Foster 

Boris is one of the staples of Heresy Miniatures and comes in 
various poses and incarnations in their line of figures. Here he is 
in a very action-oriented pose with his axe 
about to be swung in a stroke worthy of Tiger uN 
Woods or Wayne Gretzky. The figure comes 
with a plastic slotta-base and lots of bits. The 
bulk of the model is the chest, waist and right 
leg and all other parts glue on to this base. The 
left leg (cuiriously I got two identical ones in 
the pack) fits tot he body on a flat-on-flat joint. 
The seam was visible, but not hard to smooth 
over with a sharp knife and a tiny amount of 
putty. There are two heads to choose from, one 
helmeted and the other bare but both clearly 


Boris. The arms and hands are each sepearte pieces and each 
had a faint, but visible mold line that needed to be cleaned. You 
also get your choice of sword of axe when choosing weapons. 
With a pose like this you can, and should, expect a moderate 
amount of work to go into assembly of the model. I expected 
this going in adn it was a bit more work than a figure that comes 
out of the pack ready to go it was not much more than what 
you'd do when assembling a multi-part plastic figure. Boris is a 
big, very muscled, barbarin and this pose has a great sense of 
movement to it. He'd make a great dungeon-crawling player- 
character model or could also fit into a unit of barbarians in a 


| tabletop game. 


HM003 Ogre with Table £9.00 
Sculpted by Andy Foster 
Eleven pieces comes in the 
blister for the ogre without 
a name that's about to 
smash some poor fool with 
a table. Somehow I doubt 
that the quartermaster is- 
sued him a table to fight 
with :) 

Three of the eleven pieces 
are unnecessary as you get 
four heads to pick from 
when assembling the 
model. One has big tusks 
and an eye patch, one has 
tusks and a mohawk, an- 
other has just tusks and the 
fourth has large flat teeth 
with a big gap between 
them. I'm not sure what to 
do with the three heads that 
I don't use, but I'm sure 
they'll crop up somewhere 
on a piece of scenery or 
something. The bulk of the 
model is the large body that 
fits on a round plastic base. — 

Mold lines were less visible here than on Boris and assembly 
didn't take too long. Unlike Boris’ leg, there were no parts to the 
ogre that needed to be supplemented with any putty. Cleaning 
and assembly of the table came first. Five easy pieces go into it 
and it's very easy to just look at the picture of the finished model 
to see how it goes together. I then glued the arms to the body 
and then the table, which has the hands molded as part of the 
table, on to the arms.& nbsp; Sure, he's a bit top-heavy but he's 
carrying a freakin’ dinner table for goodness sake! 

I've got a handful of other Heresy models at 
home (a few different of Boris, a minotaur and 
a troll) but I have to say that this one is proba- 
bly my favorite just from the look of it and the 
story that you can put behind it. An ogre smash- 
ing someone with a table, it's a natural! I can 
already see him in a bar-fight in the lower sec- 
tion of Cadwallon. 


Reviews by Mark Theurer 


3071 Hellakin Goregutter, Halfling Thief $3.99 

Sculpted by Werner Klocke 

By his name _ he 
sounds more like a 
vicious assassin in- 
stead of a common 
sneakthief, but either 
way this is a great 
model. His right arm 
comes as a separate 
piece that is attached 
to the base of the 
model. Be careful 
when removing the 
m arm/dagger or you'll 
snap it off between 
the hand and the han- 
dle like I did and need to do some emergency repair work. 
There was a visible mold line down each side of the model and 
some of the lines are in folds of the model so you’ll need to take 
an extra minute to clean them off properly. The arm connects to 
the body just fine and I really like the windswept look of the 
model. His cloak and hair are both being blown forward in the 
direction he is looking. Wearing mostly cloth and leather, he is 
well detailed and after first thinking that the face/hair was the 
focal point of the model I changed my mind after really looking 
at it for a few minutes and decided that the feet stood out more 
than the head. They are bare, as you’d expect for a Halfling, but 
they are noticeably large. Maybe I missed this with other 
Halfling figs, which I have many different varieties of, but these 
were just “boom, here’s my big feet!” Speaking of the feet, 
they are also very well done, right down to their toenails. An 
excellent model. 


3072 Aviriel Tellerion, Female Elf Paladin $3.99 

Sculpted by Werner Klocke 

I believe this is the 
first female elf pala- 
din figure that I have 
ever run _ across. 
Since female pala- 
dins are rare, and elf 
paladins are even 
rarer, this noble lady 
probably has a hard 
time finding a stunt 
double. The model 
is a two-piece model 
although they come 
connected. The left 
arm, with its attached 
shield, is connected 
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to the base by a metal support that needs to be cut away and 
cleaned off. The shield arm attaches to the main piece at the 
upper arm with a flat face to face joint that has enough surface 
area touching to make for a good solid joint. I definitely like the 
detail on the model as its very “elvish” in nature, and the double 
winged shield is really a nice touch. There are no real weak 
points on the model, although the longsword she is holding is 
easily bent and will probably have to be straightened when it 
comes out of the blister. After cleaning off the metal stud hold- 
ing the shield, the only other required clean up needed was a 
couple of metal spurs at the mold injection points which took all 
of two seconds. I really like this model and have to say that if 
your looking for a female elf paladin, not only does this model 
fit the bill in spades, but I also doubt you will have much luck 
anywhere else. 


3073 Sarah the Seeress $3.99 
Sculpted by Gene Van Horne 


This figure is a single 
piece solid cast model 
complete with an inte- 
grated metal base. I 
think this model is a 
good model for a role 
playing game because it 
depicts a young lady 
outfitted with a number 
of pouches and dressed 
as if she is traveling. 
Not only that, but she 
seems to be in the proc- 
ess of casting some sort 
of spell while advanc- 
ing. Now if that isn’t 
the normal mode for magic using characters in an RPG game 
then I don’t know what is. The piece is well balanced, and it’s 
one of the cleanest “ready to paint” pieces I’ve seen in a while. 
There were no mold lines or any flash present at all. There 
weren’t even any of those flimsy spurs that you commonly find 
on pieces such as this. The detail on it is also well done with 
excellent facial features and a hand that is obviously in the proc- 
ess of weaving a hex of some sort. All in all, this is a great little 
model for a character. 


3074 Engel, Adventuring Crossbowman $3.99 

Sculpted by Jim Johnson 

I’ve been bitten by the Cadwallon bug (not that I’ve gotten to 
play yet as I’m still plowing 
through the Player’s Handbook) 
so I’m definitely on the lookout 
for figs that can be used for mili- 
tia types as early challenges for 
whatever fledgling group of PC’s 
we put together. Engel looks like 
he’ll fit that bill pretty easily. 
He’s a one-piece model holding a 
crossbow up in a firing position. 
The stock of the crossbow is 
tucked between his right arm and 
body, against his shoulder, so if 
you’re looking at the model from 
the front or the left side it might 
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look like he’s holding a smaller weapon, but it’s just that he has 
it stabilized for firing. He’s wearing mostly leathers with some 
flexible metal shoulder pads and a metal helmet. A sword, a 
quiver of bolts and a backpack round out his gear. I may be 
biased right now because of my reading of a new rule set, but I 
think he fits into my collection much more as a militiaman 
rather than a true adventurer. There were some tiny bits of flash 
but the mold line was only really visible around his skirt. The 
only think I didn’t like, and I know it’s part of the molding proc- 
ess so it’s just something to deal with, is the sword being con- 
nected to the base by his left foot. Some careful clipping will 
remove the extra metal. Painted up to match other Cadwallon 
militia I think that he’ II fit in just fine. 


3075 Sorceress on Flying Carpet $8.99 
Sculpted by B. Jackson 
Sorceress on Flying Car- 
pet is a new, 28mm fig- 
ure from Reaper Minia- 
ture’s Dark Heaven Leg- 
ends line. The carpet is 
the most impressive part 
of this three-piece figure. 
The design work on it is 
very impressive. The 
pattern has a_ distinct 
Persian/Middle Eastern 
flavor to it. There is 
frillwork around _ the 
edges of the carpet and 
tassels at each corner. 
Extra time should be 
taken when painting this 
item so as to do it justice. An approximately 26mm stand fits 
into a socket on the underside of the carpet. This joint fits to- 
gether snugly without the need to take a modeling knife to ei- 
ther. The sorceress has a distinct “I Dream of Jeannie” flare to 
her. She sits cross-legged upon the carpet with wide, loose fit- 
ting pants. Her midriff is bare. She wears a halter over which 
she has a short, open vest. A turban with loose cloth hanging 
down covers her head a bit past her shoulders in the back. The 
sorceress’ left hand rests upon her hip while her right hand is 
raised and holds a wand. All in all she makes an elegant image 
upon her mode of conveyance. This model is probably some- 
what specialized in that it has a definite geographical appear- 
ance. But, it is a beautiful figure and well worth the price of 
acquiring. 


3077 Goblin Warband II $9.99 

Sculpted by Ben Seins 

$ 9.99 

Here is a good package deal for anyone building up a force of 
goblins. Not only are there four models in this blister, but there 


are three different types of armaments found in here too, all the 
normal ones that you would find on classical goblins. All four 
models are single piece solid cast models and come on an at- 
tached metal base. Not counting their various weapons, they all 
stand a little over three-quarters of an inch tall. Two of the 
models are armed with mace and shield, one with a spear and 
shield, and the fourth with short bow. I’ve seen a lot of goblin 
models over the years, and to date, these would have to be some 
of my favorite. They are nicely detailed, and definitely fit the 
bill for what I personally thing goblins ought to look like with 
their barbaric leather armor and angry bestial faces. A couple of 
the models are on bases that are narrow enough to make them a 
little too easy to knock over, but none of the models have any 
weak point in them though I did have to straighten out the spear. 
Mold lines vary a bit from model to model and range from none 
to mild. The only other cleanup work needed on them was to 
remove the slivers of metal left over from the injection process. 
All in all, these are very clean models with very distinct and 
clear detail. This is a good bargain. 


3078 Pearl, Mermaid $4.99 

Sculpted by Werner Klocke 

Pearl is one of the better mermaid mod- 
els I have ever seen. That’s not to say 
that you run across mermaid models 
everyday. This model comes in a total 
of four pieces, the main torso being the 
primary piece. The other three pieces, 
two fins and a forearm with hand, all 
come attached to a sprue. The fins on 
this little lady are really a nice touch and 
are one of the things that in my mind 
make her stand out. She has two set of 
pelvic fins and one of each set comes 
already attached, so there is no confusion when deciding where 
to glue on the others. The figure has an integrated metal base, 
but the small size of it gives the model a bit of a balance issue, 
so I personally recommend mounting her on a secondary base. 
There are only a couple minor mold lines on her, and only a 
spec of flash so the only real work involved in prepping her was 
taking the pieces off the sprue and cleaning them up. I think this 
is a cool model for collectors in general as well as anyone plan- 
ning an hosting an underwater adventure and/or encounter. 


3079 Nyree, Female Pit Fighter $3.99 

Sculpted by J. Johnson 

Nyree is a female that's been tossed into the fighting pits and has 
already lost her right eye, 
which bears a patch. She's 
armored with some metal 
(shoulders, legs and one 
breast) and fur. The mold 
line was visible and needed 
cleaning almost all the way 
around the figure. She carries 
an axe in her right hand and a 
severed head in the left. The 
pose seems a bit static to me, 
but maybe it's at the end of a 
successful fight and there's no 
reason to be all up in your 
face and wildly swinging 


around axes and severed heads. Both arms could be carefully 
re-posed if you wanted to. She could pretty easily be holding 
the head up for viewing rather than in its original position, 
straight down. The axe could also be pushed up to a more men- 
acing position. I think the figure would benefit a lot from some- 
thing like this. She could work as a barbarian fighter or be 
tossed into a more historical gladiator game. 


3080 Anwyn, Female Bard $3.99 
Sculpted by W. Klocke 

Anwyn is a new 28mm figure from Reaper 
Miniature’s Dark Heaven Legends line. 
This is a simple, yet elegant figure. Her 
instrument of choice is the flute, which she 
is in the act of playing. Anwyn stands up- 
right in a relaxed pose while she enjoys her 
music. She is wearing leather armor with 
knee-high boots. Anwyn has a pouch at 
her right him and a short sword strapped to 
her left leg for easy access. Her midriff is 
bare while her upper torso is covered in 
more leather. Anwyn’s shoulders appear 
to have a “poofy” accouterment that seems 
a bit reminiscent of renaissance attire. I really liked her hair. It 
is parted down the middle and tied in a ponytail on each side of 
her head. This gives her a somewhat youthful aura. Anwyn 
travels light, as she has neither bag nor backpack. Anwyn is a 
very clean model. I found no flash or mold lines. So, if you are 
in need of a model of a female musician then this girl is for you. 


3081 Edo, Male Ninja $3.99 
Sculpted by Bobby Jackson 
Edo in some ways is 
your basic run of the 


mill Ninja, in other 
ways, he is most defi- 
nitely not. The most 


striking thing about him 
is that he carries the sin- 
gle largest two-handed 
katana that I have ever 
seen. In fact it measures 
to be longer than he is 
tall. The model is a sin- 
gle piece solid cast 
model and it has an integrated metal base. Besides the katana, 
another cool thing that separates this guy from the other ninja is 
that there is a skull emblem embossed on the back of his uni- 
form, and a few more on his uniform at the knees and forehead. 
His Tabi boots are also a bit more ornate than usual for a ninja, 
so he is obviously a ninja of some note. The mold lines on him 
are slight and easy to remove, and flash was not an issue at all. 
There were several excess metal streamers hanging off him but 
there were not significant enough to cause problems. The 
katana is long enough, and slim enough, to get bent in shipping, 
so you may have to straighten that out when it comes out of the 
blister. That being said, there are no balance or weight issues 
with the model. Off hand, I think that this guy would make a 
good leader of a ninja death squad. 


3082 Ingrid, Female Gnome $3.99 

Sculpted by Derek Schubert 

Ingrid is a sinlge piece miniature of a gnome that could be of 
almost any class. Well, maybe not a monk, bard or druid but 
about anything else. I say that because she is wearing leather 
and chain armor and a cape and holds in her hands a sword (a 
dagger to anyone of normal size) and some kind of gem. She 
could easily represent a rogue that just took some pricey gem, a 
fighter/mage and in that case it's some item of power, or even a 
ranger and it's a rock that she's going to chuck at someone. It's a 
very versatile figure! There was a tiny bit of flash to be cleaned 
and the mold line 
was tricky in some of 
the smaller areas but 
it came clean any- 
way. The face is 
quite well done and 
the details on the 
armor are all clean 
and should be easy to 
pick out when paint- 
ing. All told, Ingrid 
is a very cleanly 
sculpted little spell- 
caster that would 
make a fine character 
model. 


3083 Requius, Death Warden $9.99 

Sculpted by Bobby Jackson 

This large brute comes in three pieces, but the blister actually 
has two more parts that allow for additional head options. 
There’s a total of three different heads on a metal tab. The first 
is wearing a rounded metal helm, the second a metal helm that’s 
taller and more ornate, while the third is bare with sunken fea- 
tures and what looks like a nice big open sore on the top of his 
head. I’m leaning towards the second one for my assembly and 


“going with a dark black/grey motif for the armor and a dark 


bloody red for the cloth areas. I'll try to pull off a very pale 
flesh color to contrast with the overall dark colors of the rest of 
the figure. The body is massive and it could be argued by some 
that it’s too big and disproportionate, but I like it because it’s 
that massive and just oozes power and fortitude in my mind. 
He’s coming to lay waste and nothing will stand in his way. 
That’s the impression I get from the figure. His weapon is a 
two-handed affair with a big chopping blade on one end and a 
smaller curved blade on the other. Assembly was very easy as 
the head fit into a little notch inside the collar of his armor and 
the wrists fir onto the arm stump via a male/female joint. The 
armor is massive large 
plate with rivets and 
buckles all over it. 
Decorative skeletons 
have been sculpted in 
various places and 
should be easy to pick 
out when painting. The 
cloak looks more ragged 
than the armor and has 
seen much more wear 
during the course of his 
battles. It’s very well 


detailed and would make a great bodyguard for an evil mage or 
just a regular boss monster at the end of a dungeon level. 


3084 Virina, Female Demon $5.99 
Sculpted by Werner Klocke 
Yes, Virina is definitely female, 
and yes, she is definitely a demon. 
Ill even bet that you’ll be able to 
figure it out too. She comes in 
four pieces, two of them being her 
small but demonic looking wings, 
another is her right arm and hand, 
and the last of course being the 
rest of her. The wings and de- 
tached arm come mounted on a 
separate sprue that will need to be 
cut away. The “rest of her” is 
mounted on a metal base that is 
slightly textured and fairly small. 
Once assembled she is a bit top 
heavy (I’m talking about the cast- 
ing here) so gluing her down to a secondary base might be a 
good idea. The wing fit on her back into some good slots so the 
joints appear to have enough metal to metal contact to make for 
a good joint. The arm joint is not as nice, being a flat surface to 
surface mount, but since it’s not holding anything, and the arm 
is down by the side, it’s probably sufficient. There were no per- 
ceptible mold lines and only a few spurs of excess metal, so 
after the sprue is removed, there is not much work that needs to 
be done in order to get her ready to paint. The detail on her face 
and body are enough to make her demonic and yet the woman of 
your dreams... in other words it is very well done. This is a very 
nice model and I can’t help to think about the kind of challenge 
that it will take to paint this one up nicely. 


3085 Labith, Female Spider Centaur $15.99 

Sculpted by Julie Guthrie 

This is a great monster model and has got to be my favorite 
model for this issue. She comes in a total of 10 pieces and does 
not come with a base. Eight of the pieces are her individual 
legs, then there is her front torso, which includes the human part 
of her, and the final and largest piece is the rear torso. Four sets 
of identical legs come on small sprues with two legs to each. 
The two legs on the sprue are differ- 
ent, so you end up with four legs of 
each type. All eight fits into fairly 
deep sockets (six on the rear torso 
piece, and two on the front torso 
piece) so the joints are good and 
solid. The two torso pieces fit to- 
gether with another very good post in 
pit joint so it too is made to stay to- 
gether. Then, I was actually very 
surprised by the lack of mold lines, 
and flash on a model of this type and 
size. For that matter, after cleaning 
the sprues off the legs, there was 
hardly any other work required, be- 
sides gluing her all together of 
course, to get the model ready for 
painting. Once done, it is a very im- 
posing model that is guaranteed to 


make a character or two soil their briefs should they come 
around a comer and find this pretty lady smiling at them. The 
web site calls this model a “Spider Centaur”, but the blister is 
labeled “Spider Demon”. I personally think that the description 
on the blister is more accurate, especially if you have ever read 
any of the Drizzt Do'Urden novels. 


3086 The Shadow King $6.99 
Sculpted by Derek Schubert 
This model is a two piece solid 
cast model with an integrated 
metal base. It stands almost two 
and a quarter inches tall, so al- 
though he is not a giant in the 
classical sense, he is definitely a 
whole lot taller than your average 
Joe. When looking at this guy, 
the first thought that flashed in my 
mind was that he looked like the 
god Apollo from the original Star 
Trek TV series. That is except for 
the little horns coming through his 
hair and the monstrous demonic 
looking sword this guy is leaning 
on. The sword, with the hand that 
holds it, needs to be glued on, and fits nicely together with a 
good ball and socket joint. Since the tip of the sword rests on 
the ground, there is no weak point at the joint even though it’s a 
hefty sized weapon. Normally, for a model only wearing a loin 
cloth and a few other strips of cloth, there is not much to say 
about the detail included on the model. This one however is 
different. The muscle tones and detail on this guy’s body are 
really excellent and I think you would be hard pressed to find a 
model of this type that is better. Granted that due to the size of 
the model, you can get a little bit more detailed, but still, it is 
really a good sculpt, and even the base is nicely textured (as a 
stone floor) so you really don’t need do any extra flocking there 
if you don’t want too. This is a great model with little to no 
cleanup required. 


3087 Battle Troll $17.99 

Sculpted by Jason Wiebe 

This very large monster comes in just three pieces (right and left 
arms and the rest of the body of the 
troll). His left foot is raised high in 
the air ready to stomp on someone, no 
doubt. The body piece is somewhat 
flat on its own, but when you add the 
two arms/weapons the model takes up 
a much larger footprint and its width 
and depth pretty much equal out. I’m 
still going to mount mine on a larger 
plastic base (square or round are both 
fine) to make sure that there are no 
stability issues to the right or left be- 
cause the model still has a bunch of 
weight higher rather than lower. 


The weapon arms carry either a large 
spiked club (right) or a heavily ar- 
mored gauntlet (left) that ends in a 
long blade. Both arm joints needed a 


bit of trimming to get 
the fit perfectly flush. 
The body didn’t really 
need any cleaning at all 
and the only flash that I 
needed to trim was on 
the bottom of the tex- 


which is strewn with 
rocks and vines. 


The troll is a lanky, 
ugly, warty mess and I 
do mean that in a posi- 
tive way! His armor is 
mostly made up of rags and his tough hide, but there’s also a 
turtle shell covering his left knee, nice touch. His foot raised in 
the air was the first thing that caught my eye, but the head/face 
can’t be missed either. It’s quite ferocious looking with spikes, 
teeth, a big tongue and a wild mane of hair. The other distinc- 
tive feature of the model is the snack that he’s carrying around. 
It’s a fishnet full of the day’s catch. I’m a bit nervous about 
trying to paint the fish inside the net, but the lengths of rope that 
make up the net are probably big enough to allow the fish to be 
painted well enough. Other than finding him down in a Cadwal- 
lon sewer he could also do double-duty in any tabletop army or 
rpg that you want/need to use a troll in. A very versatile figure 
with a lot of, somewhat cartoony, personality. I like it a lot. 


3088 Bagheera, Demonic Ape $7.99 
Sculpted by Jason Wiebe 

I have to admit that the first 
thing I thought of with this 
model had nothing to do 
with any kind of demonic 
ape. The name, bagheera, is 
the name of the panther in 
Disney’s movie Jungle 
Book and that movie has 
probably been watched over 
100 times in my _ house. 
This bagheera, ape not pan- 
ther, comes in three pieces 
(two wings and the rest of 
the figure) and assembly is 
very easy. The wings glue 
right into place and cleaning was minimal with only a few faint 
mold lines showing. The wings are leathery looking on the in- 
side and have fur on the other side. If you would rather have a 
bog mad ape instead of a demonic one you could just fill in the 
voids in his back with putty, scrape on some fur and you’d be 
good to go. I like the large elongated arms of the model and the 
face is well done with lots of teeth in his growling mouth. The 
fur all matches well and from my experience with apes, which is 
going to the zoo with my kids, it looks very accurately sculpted. 
I think that the model would make an interesting, and unex- 
pected, opponent in an urban D&D game and might be a nice 
twist for your game. 


3089 Horus, Egyptian Statue $7.99 
Sculpted by Bob Olley 
This is a decent sized chunk of metal. The figure is a single 


tured base, the top of 


piece solid cast model that stands just over 
two and three-quarters inches tall. This par- 
ticular model could be used in a historical 
setting as well as a fantasy setting since Ho- 
rus really was the ancient Egyptian god of 
the sky and this is as good a representation 
of him in his human form as any other. Of 
course since this is a model of a statue, it 
would probably be best used in a diorama or 
terrain piece. The model of course has no 
strength or balance issues, heck, you could 
drop this onto concrete from several feet up 
and not significantly hurt it.. In fact, there is 
no real clean up work needed on the piece 
either, I mean it’s supposed to be a carved 
piece of stone right? The detail on the model is sharp and clear 
with no “fill-in” metal used in the hard to get to areas so it’s 
truly a good “360” model. I do have to say that I like this model 
enough that it has got me thinking, and I just might have to get a 
few more of these to do it up right. 


3090 Ilkham the Bloody $4.99 
Sculpted by Werner Klocke 
Ilkhan looks like he’s 
skidding to a halt 
after running one 
direction to redirect 
his charge against a 
new target that’s just 
come into view. Too 
bad for whomever 
just walked around 
the corner and got his 
attention. Either that or he’s having to twist his body around to 
address a new enemy after dispatching his first, sort of like a 
‘cleave’ maneuver in metal. Without a reason for the pose it 
looks a bit unnatural, but I figure these two I came up with are 
as good as any. Ilkhan comes in three pieces with the right leg 
and arm needing to be glued on to the body. The left armed 
sword was bent a bit in the blister and had to be carefully put 
back straight. He’s mostly bare except for some small armor 
plates and a horned helmet. His muscles are detailed but not 
overblown. Cleaning was very quick on Ilkhan and the mold 
line was pretty much non-existent. He’d make a very good bar- 
barian or gladiator type character model. 


3091 Logos, Savage Warrior $3.99 

Sculpted by Bobby Jackson 

Logos had a couple of bended spots when he came out of the 
blister. His sword and axe both had to be carefully bent back 
into proper alignment. He is in a charging pose, coming towards 
an enemy with both weapons at the ready and hsi bearded face 
looks to be in mid-war cry. Mold lines were mostly visible only 
in his right arm and there really was no flash to speak of. He 
wears either no armor or a patchwork of some chain and bits of 
plate to go along with his horned helmet. The focal point of the 
miniature, for me, is the group of severed heads that hangs on 


Blue Table Painting 


Don’t worry we won’t tell your wife 


his belt. There's a fairly fresh 
human head, one that's mostly 
just skull now and a wolf's head. 
Muscle detailing on Logos is 
clean and defined without being 
overblown. The pose is suitably 
animated and he would make a 
good fighter character or could 
easily be dropped into just about 
any barbarian army/unit for a 
tabletop game. 


3097 Blacksilk, Male Thief $3.99 
Sculpted by Werner Klocke 
Blacksilk, and I really 
like that name, is a two 
piece model that comes 
with its textured metal 
base as part of the 
model. The right arm, 
along with the sword it 
wields, is the part that 
comes as a_ separate 
piece and it is attached 
to the base by a small 
post. The arm fits onto 
the model at the shoulder 
in a nice solid ball in 
socket joint. His cloth- 
ing is formed in such a way that it completely hides the joint 
too, so it’s solid as well as invisible. He is pretty much com- 
pletely covered by his clothing, and as you would expect of 
someone of his profession, his clothing is not designed to draw 
attention, so there is not a whole lot of opportunity for detail on 
this model. But what there is, it is well done. He is wearing 
leather armor, complete with gauntlets, and leggings, and of 
course has the requisite large voluminous cloak. Even his face 
is mostly covered with what I’m guessing, looking at his name, 
is probably a black silk scarf. The model stands on a narrow 
base, but does not seem to be prone to being off balance. Flash 
and mold lines, if there were any, were well concealed, so the 
only real cleanup was the metal post that the arm comes attached 
to. This model will work well in a number of roles in any RPG 
game. 


3100 Thanis the Bonecaller $5.99 

Sculpted by Bob Ridolfi 

Here is a model that will take you a while to completely take in. 
The figure stands over two and a half inches tall and is a single 
piece solid cast model. The base, complete with several skele- 
tons rising out of the ground, is attached and is part of the cast- 
ing. Thanis is evidently a necromancer of some sort, a powerful 
one at that, and the skeletons beneath her seems to lifting her up 
and supporting her. Her lower legs are encased in what looks 
like grieves made from ribs, and skulls adorn her knees. Her 
leggings are pretty cool, being made mostly of bones and there 
are even some bones used in what little of a bra she has on. At 
first look I thought the model might be top heavy, but in actual- 
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ity it’s quite stable. And even with 
all the skeletons, still the only 
weak place seems to be the staff 
that she is holding above her head, 
and this may only need a bit of 
straightening when you first get it. 
What little of mold lines I could 
find on her were slight at best, and 
there was no flash at all, so 
cleanup was fast and easy. This 
model may be a bit rough to use in 
a RPG game (but hardly impossi- 
ble) but I personally think this is a 
great model to use in a diorama or 
special encounter. 


3101 Gronk Spliteyte, Bugbear Hero $6.99 

Scuplted by Ben Siens 

Pulling Gronk out of the blister I noticed that he was bent in two 
places where was not intended. I had to carefulyl correct the 
position of his sword and mace and was able to do so without 
weakening or breaking them. Gronk has very little exposed 
flesh and wears lots of heavy plate armor which is detailed with 
rivets and buckles. His head is a mass of flowing and braided 
hair and while his face, ears and teeth are visble it's his hair that 
really sticks out. His integrated base is detailed with rocks and a 
small skull and also has a tree stump that his left foot rests on. 
Cleaning was made up of just a few visible mold lines. Sculpted 
details include bags and a skull around his waist and trinkets tied 
into his braided 
beard. Gronk fits in 
very well with the 
rest of Reaper's Bug- 
bears and would do 
wonderfully as a 
leader of a unit or 
even as a PC model 
if you're allowing 
monster-races in your 
campaign. 


14294 Nefsokar Weapons Pack $7.99 

Sculpted by Various 

As the title hints at, this 
blister contains a bunch 
of the weapons that you 
might find on the mod- 
els of the Nefsokar army 
list. There are four 
sprues of items, giving 
you a total nineteen dif- 
ferent items which in- 
clude three shields, nine 
melee weapons, a bow 
with a quiver, a helmet, 
and four ancient earthen 
jars. All the items defi- 
nitely have the Nefsofar 
look to them with all their wicked curves, and points and Egyp- 
tian flavor. All the items are pretty much clean of mold lines, 
flash, and other excess metal with only the occasional left over 
injection debris in evidence. All these are good high quality 
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Each box set Contains One 750-point Skirmish band, Data Cards, Dice, and a Measuring Tool. Each 
box set has its own troops with\no two boxe sets repeating the same models! 


16501 Necropolis Army Box Set 16502 Reven Army Box Set 16509 Darkspawn Army Box Set 
$39.95 $39.95 $39.95 
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16505 Nefsokar Army Box Set 16506 Dwarves Army Box Set 16521 Razig's Revenge Army Box Set 
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16522 - Mercenaries: Lupines Boxed 
eee Set 

16507 Elves Army Box Set 16508 Reptus Army Box Set Coming Spring 2006! 

$39.95 $39.95 
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[§) 25002 Warlord Core Rule Book a) 
sa) Contains everything you need to know ‘' 
= about battles in war-torn Taltos. Complete 
rules for the skirmish wargame Warlord, a 
} painting guide, complete army rosters, 

spells, equipment, and rules for campaign 


fe play. 
w= $24.95 
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25006 Nefsokar; the Dune Masters Contains two 600-point skirmish 


Expanded rules for leading different types bands, one for Crusaders and one for 
of Nefsokar warbands, complete with Necropolis, the Warlord rulebook, 
descriptions for new units, spells, equip- data cards, dice, quick-play Guide 

4 ment, stunts, and more! and a measuring tool. 


SPRING 2006 $69.99 


25003 Necropolis: Thule 
Expanded rules for leading different types 
of Necropolis warbands, complete with 
descriptions for new units, spells, equip- 
ment, stunts, and more! 


Includes 25003 Necropolis book, models 
for a 750 point force, 10 Master Series 
paints, and.an exclusive painting guide! 
$69.99 


25004 The Great Reven 
Expanded rules for leading different types 
of Reven warbands, complete with 
descriptions for‘new units, spells, equip- 
ment, stunts, and more! 4, 


16512 Reven Starter Box Mic 
Includes 25004 Reven book, madels for a 
750 point force, 10 Master Seri imts, 
and an exclusive painting aude 
$69.99 ’ 


25005 Crusaders of Den 
Expanded rules for leading diff 
of Crusader warbands, comple 
descriptions for new units, spells, equip- 
ment, stunts, and more! 

$16.95 


16513 Crusaders Starter Box 
Includes 25005 Crusaders book, models 
for a 750 point force; 10 Master’Series 
paints, and an exclusive painting guide! 
$69.99 


16510 Deluxe Army Box Set 


items usable as re- 
placement items, 
additional items, or 
my personal favorite, 
terrain enhancement 
items. 


14295 = Necropolis 
Weapons (15 items) 
$7.99 


Sculpted by Various 

This blister contains fifteen items (2 shields, 1 helmet, 1 quiver 
and 11 weapons) that would be very at home in the Necropolis 
army from Warlord, but could also be used in other conversion 
work that you might be doing. All needed a bit of mold line 
cleaning and had to be trimmed where they were removed from 
the metal sprue and there also were a few that were slightly bent 
in the package. They are all of good quality but they are really 
something that you need to have a need for to pick up. Many 
minis can be impulse buys (boy, do I know that) but these are 
probably not that type of thing for most people. With a specific 
use in mind you'll do very well with the assortment of items in 
the pack though. 


14296 Warlord Familiars III (5 figures) and 
14297 Warlord Familiars IV (5 figures) 
$8.99 per pack 

Sculpted by Various 


Your spellcasters in Warlord, or any other tabletop or rpg, have 
ten more little helpers to choose from. Each pack contains five 
figures that are all one-piece sculpts that come with an inte- 
grated base. Some of them are small enough to fit on a standard 
base along with the caster if you off-set each of them from the 
center. They could all also do just fine on their own or be glued 
down to a plastic base to fit the look of the rest of your army. 

In the first pack you get a mini-skeleton that's holding a couple 
of scrolls. He has a metal plate that's been riveted across his 
eyes much like the band Megadeth's mascot, Vic. There's also a 


mini-mummy that's carrying several scrolls and is riding on a 
large beetle. A stitched together rag doll is rolling out another 
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scroll for his master to read and there is also a small imp carry- 
ing a sword, presumably off to protect his master. The doll 
could fit in very well with a group of Mid-Nor dwarves in Con- 
frontation or Cadwallon. A flying serpent rounds out this pack 
and it's probably the least animated of the group. 

The second group has no repeats in themes from the first set. 
There a small elemental that looks to be carrying an ornate jug 
of some type. At first glance I pegged it as a fire elemental, but 
it could be painted up in any of the four basic elements (earth, 
air, fire or water) and look just fine. A small female satyr car- 
ries a scroll and is blowing a horn and a mini-beastman carries a 
large runed bowl on his head that looks to be filled with red-hot 
coals. The last two are almost mini-adventurers with the first 
looking like a small plate-armored fighter that is carrying a torch 
and bag and the last looking much like a small moustached gob- 
lin wearing glasses and carrying several sacks. 


All needed very little 
cleaning and while 
you may not need 
two packs of famliars 
I'm sure that you can 
find something in 
each pack that's us- 
able in whatever 
game you play. 


14298 - Soultender 
$5.99 er 
Sculpted by Kevin 
Williams 

The Soultender is a monster belonging to one of the relatively 
new factions in Warlord called the Darkspawn. This ugly dude 
looks to be one of their more unfriendly types standing almost 
two inches tall. The model comes in four pieces, has a large 
square plastic slotta base included, and comes with the Warlord 
data card. The three pieces not attached to the main torso all 
come mounted on a common sprue and include the head, the left 
...uh... appendage which is a nasty looking razor sword, and the 
right arm which is holding a huge battle axe that measures over 
two inches in length when you include its haft. All three pieces 
fit into small ball and socket type joints on the main torso, and 
since this guy is actually pretty slender, the joints on the arm 
pieces, which are at the elbows, are fairly small. I don’t think 
this is an issue on the left arm, but the right arm. which is hold- 
ing that extra long lever, might end up being a bit tender to the 
touch. The haft of the great axe is also very slender and will 
probably need to be straightened when it comes out of the blister 
and may bend easy during use. Mold lines and excess metal of 
any type (not counting the sprue) was slight and easy to remove. 
This thing, besides being useful in the Darkspawn army, obvi- 
ously has is uses as a antagonist in any RPG game. 


14299 Saramonde, Crusader Chronicler $4.49 

Sculpted by Gene Van Horne 

Here is another figure that the tittle on the blister is not exactly 
what it says on the web site. The web site calls this model a 
“Chronicler” were the blister calls her a “Hero”. Now you 
might say that perhaps she is simply a hero chronicler (whatever 
that might be), but the data card says she has abilities like 
Rogue, Spy, and Tactician, so I’m thinking she doesn’t sound 
much like any chronicler I’ve ever heard of. Anyway, she is a 


single piece model, 
and she comes with a 
square plastic slotta 
base and a Warlord 
data card. Her long 
sword points to the 
ground and though it 
may be bent easily 
enough, I don’t think 
it will bend in normal 
use nor did I have to 
straighten it out of 
the blister. She 
doesn’t have any 
mold lines, and there 
was only a single 
metal spur to remove, so the only real cleanup work is removing 
a support post that connects her slotta tab to the tips of her scab- 
bard and sword, and this can be done quickly and easily. This is 
yet another model that al- 
though it’s made for War- 
lord, it’s an excellent choice 
as a character model as well. 


14300 Crusader Standard 
Bearer and Musician $9.99 
Sculpted by Bobby Jack- 
son 

This blister is well worth the 
price tag on it. Inside you 
not only get the advertised 
Standard bearer and musi- 
cian, but you also get an 
extra standard, and an extra 
curved long horn. Seeing 
that the two models you get more than cover the price you pay 
for the blister, I see the extra stuff as bonus gifts from our 
friends at Reaper. Both of the models are single piece models 
and they each also come with square plastic slotta base. As is 
normal with the Warlord pieces that I’ve seen, the detail on 
these models are really good. The horn that the musician is 
blowing is a pretty cool horn all by itself and if straightened out 
I believe it would measure over two inches (it’s kinda hard to 
measure in its current shape) and it has a couple of fancy tassels 
hanging from it for good measure. The Standard Bearer stands a 
total of almost three inches tall, so he will really stand out on the 
battlefield (just like a Standard Bearer is supposed to). It’s 
really hard to detect any mold lines on either of the two models, 
and there are only one or two flimsy injection tabs to remove 
form either model. The same level of cleanliness is found on the 
extra pieces as well. As you might expect with the standard 
bearer, the shaft of the standard is slim and since it’s supporting 
the heavy standard, it’s very likely that you will have to 
straighten it on occasion. The good news is that the shaft is 
really the only weak place of note. The garb and armor of these 
two are right in line with the rest of the crusaders, so these will 
fit in perfectly with any squad and the army as a whole. Great 
models and a great deal! 


14301 Standard & Musician, Merc $9.99 
Sculpted by Bobby Jackson 
Standard & Musician, Merc are two new, 28mm figures for the 
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Warlord line of models re- 
leased by Reaper Miniatures. 
These sculpts are nicely 
molded as I could find no 
mold lines or flash on them. 
Both of these figures appealed 
to me in a way that took me a 
bit of time to comprehend. 
Suddenly I realized that it was 
their versatility. I'll get back 
to that quality in a few sen- 
tences. 


The Musician is _ plate- 
armored, armed with an axe at 
his belt, and blowing a long horn that has a banner hanging from 
it. His pose makes it appear that he is striding forward while 
sending out whatever signal to accompanying troops. The Mu- 
sician’s companion, the Standard, not quite so heavily armored. 
He wears plate pauldrons, helm and knee cops. The rest of the 
attire could either be painted to resemble cloth or leather. From 
a personal preference I would have like to have seen their armor 
switched. Historically, a standard bearer tended to draw a lot of 
attention from the enemy. Bringing down a standard could in- 
hibit an enemy’s ability to find a rally point. Also, allowing the 
standard to be captured was a great shame for a unit. You’d 
want your standard bearer to have as much protection as possi- 
ble. 


The detail on these two models is well done without going over- 
board. The armored parts are crisply defined and easy to pick 
out with a brush. I thought that some of the cloth parts could 
have used a little more detail. One thing I found confusing was 
the inclusion in the package of an extra horn and standard. They 
are identical to what the models are holding. So, you get a cou- 
ple of extra bits to use with other figures or scenery. 


Ok, back to my versatility comment. These models could easily 
fit in with a late medieval or early renaissance army from West- 
ern Europe. So, if you play large scale DBM, Armati, Warham- 
mer Ancient Battles, or other historical systems you might give 
these guys a perusal. They could give you some more variety 
that other manufacturers 
can’t. 


14303 Logan Battle- 
fury, Dwarf Barbarian 
Warlord $5.99 
Sculpted by 
Wiebe 

Yes, I know that I’ve 
harped on the usability 
of many figures in Cad- 
wallon and I’m not quite 
done yet. Maybe after I play a few games I’ll be back down to 
normal levels of enthusiasm, but I’ve got to get through the rule- 
book (yes, with all of its translation issues) first. Anyway, 
Logan Battlefury is a dwarf warlord for the dwarves in Reaper’s 
game Warlord, but there are multiple uses for this figure. 


Jason 


It comes in four pieces and had a bit of cleaning that was needed 
on each piece before assembly. Mold lines were visible in a 


couple places but were easily smoothed out. Logan is a stocky, 
but quite fit and not fat, dwarf. He wears little in the way of 
armor but has two very 
large stone axes, with flat 
sides for pounding instead 
of cutting. The head is a 
separate piece with sev- 
eral braids instead of a 
mass of flowing hair. He 
reminds me of old GW 
Troll-Slayers, only better! 
It’s in a dynamic pose 
running forward and is 
well detailed. The face/ 
head have more detail and 
character than the picture 
suggests. It’s quite well 
done. Around the back of 
his waist is a large horn 
used to either demoralize foes or call for reinforcements. I like 
the pose of the model, but think it would look even better on an 
elevated base like the one above. 


14304 Logrim Battlefury, Dwarf Paladin Captain $5.99 
Sculpted by Bobby Jackson 

Ah... at last. A good looking Dwarf model that is swinging a 
bastard sword rather than an axe or a hammer. Not that I have 
anything against axes and hammers, its just that I have found 
that when looking for a dwarf with a sword, your options are 
rather limited. This particular dwarf is a two piece solid cast 


Beer Garden Beauty 
with Beer Barrel 
Pyramid $11.25 
Sculpted by Patrick 
Keith 

The barmaid figure 
comes as four pieces 
plus a round plastic 
slotted base. The bar- 
maid figure itself is a 
single piece. Sculpted as a single piece, it is necessarily a basic 
two-dimensional pose, but the sculptor has done a very good job 
of working in this medium. The figure is sculpted with a frilly 
short skirt and low cut bodice - When I first saw the figure, my 
immediate thought was of the St Pauli Girl ads. There is no flash 
and a very slight mold line on the raised tankard. The facial de- 
tails are exaggerated, but just enough to give the figure a broad 
grin. The tab at the model's feet fits easily into the slotted base - 
though it is loose enough that there is some rocking. Personally I 
would prefer a tab that was slightly larger to simplify assembly. 


The other four pieces are a stack of beer barrels - two molded 
side by side with a third molded to sit on top. The barrels have 
no mold lines and have a nice wood grain carved into them. 
Scrolls are sculpted onto either side of the double barrel and of 


Get more time to play 


model and of course he 
comes complete with a 
square plastic slotta base 
and a Warlord data card. 
The two pieces that make up 
the model are his torso, 
which is the bulk of the 
model, and is a piece that 
encompasses the unusual 
combination of head and left 
arm. The piece attaches at 
the neck in a large ball in 
socket joint making for a 
very solid joint. The sword, & 
though long, has enough 
metal in it to make it very rigid so there is nothing on the model 
that will easily break or even bend. He essentially comes ready 
to paint (after gluing him together) as there is no mold lines and 
hardly any excel metal on him to speak of. As for detail, this 
little guy is heavily armored and he must be pretty well-to-do 
because his armor is very ornate with its detail standing out very 
nicely. I know this guy is supposed to be a captain in the Dwar- 
ven army for Warlord, but I think he is also an excellent choice 
for a dwarven character in a fantasy RPG game. 


Reviews by Mark Theurer, Clay Richmond and 
Brian Ahrens 


the single barrel - a perfect place to paint XXX for your brew. 
The single barrel has a small indentation on one end where the 
fourth piece, a tap, fits. The tap, like the other parts of the 
model, is free of flash and only has a slight mold line. Once as- 
sembled, the barrel stack plus the barmaid makes a very nice 
mini-diorama, perfect for any RPG (fantasy or modern Oktober- 
fest) or bar fight game. They could also be used well as part of 
a baggage diorama for a human fantasy army. 


In addition the figure itself, about 1 oz of green stuff putty 
(separate blue and yellow pieces) and a wire armature are in- 
cluded. This is a nice touch, especially if your ribbon of epoxy 
putty has gone all stale and dry. Though this particular cast did 
not need the putty, as the mold is used more, I can see where it 
would be useful for assembly. For those of a more artistic 
nature, there is enough putty for slight modifications of the 
figure. 


Review by J Michael Tisdel 
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8031 and 8032 Wood Elf Scouts $3.00 each 
Sculpted by Tom Meier 


Newly arrived from 
the talented hands 
of Tom Meier are 
some wood elves. 
These two, both 
scouts, are wearing 
P}very light armor 
(cloth and leather) 
and carry an or- 


They are both 
sculpted with very 
appropriate propor- 
tions and may seem 
kind of slight when compared to other manufacturer’s figures 
but the detail is just wonderful. The faces are expertly done and 
the hair on the second one superb. Both are sculpted onto small 
integrated bases and they would be easy to drop onto regular 
bases (built up with a bit of green stuff) bases to use as regular 
infantry or player-character models. Both of them are a bit 
smaller than many other company’s figures, but I really see no 
reason why they could not be used to supplement existing units 
or make up ones entirely from Thunderbolt Mountain’s ranges. 
Mold lines were limited to the base and I found no flash that 
needed to be removed. Detail is just amazing, down to the frill 
on their cloaks, and instead of intimidating non-expert painters 
(like me!) they should be looked at as a challenge with which to 
improve your abilities. 


8041 Wood Elf Champion (foot and mounted set) $10.50 
Sculpted by Tom Meier 

You can actually get the models in this set separately or as a set, 
in fact you can even get the horse separately, or you can buy 
them in quantities of six to get a nice dis- 
count. It’s a lot of good looking lead for 
your money if you ask me. Any way, the 
mounted model is a new 30mm elven 
cavalry figure and cavalry models are 
something that Thunderbolt Mountain 
does VERY well. This figure is no ex- 
ception. There are a total eight pieces 
included with this particular model, but 
three of them are different choices of 
heads, of which you obviously only use 
one. The rider and horse come as sepa- 
rate pieces and then the last three pieces 
are his shield, sword, and lance. The ei- 
ther the sword or the lance fits into his 
curved hand perfectly and the shield fits 
over a small nub on his left hand. The % 
sword you just also glue to his leg or hip, 
but for the mounted version of this guy 
the sword is optional if you have the rider 
armed with the lance. 


nately sculpted bow. i 


There are a few minor mold lines on the mount, but nothing 
significant on the other pieces and flash is only a minor issue all 
around. There is a tab connecting the rider’s feet that has to be 
removed, and a support stud for one of the horses upraised 
hooves that also has to be removed. The three heads are all 
mounted on a common sprue as are the shield and weapons, so 
there is some small amount of cleanup required there as 
well. The final product is really a great looking cavalry piece. I 
think that the Thunderbolt Mountain horses are some of the best 
horse models out there, and this one has a really cool breast 
plate that definitely has an elven look and feel to it. As for the 
foot version of the model, the sprue of heads is the same and the 
sprue with the shield and weapons is the same, though this time 
not using the lance would be my personal choice. The body of 
the model is about the same as the body on the horse, only now 
he has his feet firmly placed on good ole mother earth. The 
choice of three different heads for either of the models is a very 
nice feature as the three different heads each 
give their owe flavor to the model as a whole, 
and if you don’t want to have a foot and 
mounted version of the same model, you just 
use different heads and presto, you have two 
separate unrelated models. If you happen to 
have some of the mounted nobles, or foot 
nobles from Thunderbolt Mountain, this is a 
great model to function as their leader. 


Reviews by Mark Theurer and 
Clay Richmond 
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AGNIFICENT 
EGos 


MEO1084 Tik Tok, Tru-Keen Ranger $9.99 
Sculpted by Chaz Elliot 


yy) 


Even among Magnifi- 
cent Ego's range of 


% rather unique charac- 
J % ters Tik Tok stands 
\ out in my mind. A 


Tru-Keen (yes, pretty 
much the same as a 
Thri-Kreen or mantis 
warrior in D&D mi- 
nus any _ copyright 
hassles) or humanoid- 
insect, Tik Tok comes 
in four pieces (head, 
quiver, body and two 
other arms carrying a 
bow) and cleaning 
consisted mainly of a 
few faint mold lines 
some tiny bits of 
flash. Really not 
much at all. There was some bending in the blister of the 
swords and the arrow and you'll want to be extra careful if you 
need to fix yours as the parts are kind of thin. The sword-arms 
are poseable, if you're careful, but it's really not necessary to 
move them around. The flatness of the main body piece is 
nicely offset by the bow-carrying arms that stick out in front of 
the model. The head and quiver fit right into place without a 
problem. I like the model quite a bit and it's strange and unusual 
appearance make it ideal for either a weird enemy boss or player 
character. If I could figure out a way to remove the bow and put 
a long bladed weapon in his hands I'd use him as a Minion To- 
tem Hunter in Hordes. 


MEO1121 Malice, The Blackguard $34.99 

Sculpted by Chaz Elliot 

Boy, you sure do get a bunch of pieces in this boxed set. You 
get Malice on a nightmare and on foot. The foot version is a 
two-piece model with about two-thirds of his cape coming as a 
separate metal piece while the rest of the model is cast in resin. 
I don't get why the 'foot' version was done in resin as it seems 
more suited to being a regular metal figure. But just like Lo Pan 
said in "Big Trouble in Little China" I was not put here to get it. 
Details on his plate armor are sharp and clean and look very 
nice. There is a seam that will need filling with putty where the 
two parts of the cape meet. The mounted version is also made 
up of resin and metal parts. The horse and rider are both resin 
and each are beautiful. The horse if perched kind of precari- 
ously on some rocks which look more than a bit unstable, but I 
like the effect of it being up off the ground. You have a choice 
between arming Malice with either a sword or lance and there 
are two extra bits of flame that attach around the neck of the 
nightmare. The cape on the rider will need much less, if any, 
putty to fill in where the two pieces come together. The final 
metal piece is the ears and some more flames that attach to the 
head of the nightmare. 
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You get that resin smell from the figure and you should take 
care when cleaning it as resin has different cleaning needs than 
metal. You'll (or at least I do) do more scraping than cutting and 
when you do need to cut or clip something you'll want to be 
extra careful as you could inadvertently snap something off. 
Just take your time and be careful. This is definitely more of a 
model than a regular miniature and is not one that I'd recom- 
mend as someone's first figure to assemble. If you have a bit of 
modeling experience you should be just fine. I have very spe- 
cific plans in mind for the mounted version of Malice. With any 
luck, and just a bit of skill (but truthfully I'll need to be more 
lucky than skillful) I plan on converting Malice into a Cygnar 
Storm Lancer Lieutenant. 


MEO1042 Anya, Pirate Queen $5.99 

Sculpted by James VanSchaik 

Anya is a two piece solid cast model that is so full of intricate 
detail that just looking at it might scare off inexperienced paint- 
ers. The model is nearly a one piece model, with only the sword 
(that attaches at the hip) coming as a separate piece. The sword 
attaches with a nice ball in socket joint, so it will stand up to 
more than a little abuse, but even so, this would have to be the 
weakest point on the model since the rest is simply solid as a 
rock. Also included with the model is the standard square plas- 
tic slotta base. The primary thing that anyone will get when 
looking at this model is the sharpness of the lines making all the 
detail very distinct and easy to identify. Combine that with the 


fact that the casting is a very 
clean casting with hardly any 
mold lines or flash to speak of, 
and you have one great little 
pirate model. 
the female pirate models that 
you see, this one does not look 
like she is competing in a bath- 
ing suit contest, but rather is 
dressed in what I would con- 
sider to be "in character" cloth- 
ing appropriate for the period. 
I like this model a lot and think 
it might be a great model for 
you painters that would like a 
challenge. 


MEO1036 T'Sharo, Druidic Plant Man $7.99 

Sculpted by Clint Staples 

Magnificent Egos never fails to come up with models that few 
people might imagine, and this one falls in that category. This 
guy comes in four pieces and stands on a standard sized square 
plastic slotta base. His torso is the largest of the pieces, with the 
long scythe he carries coming in second. The final to pieces are 
his antlers and left arm. The Antlers attach to the top of his head 
with a nice little pin and fits into place easily and nicely. The 
left arm and scythe also fits together with small pins, but they 
are a bit more of a challenge since they need to be attached to 
the main torso at the same time. There were a number of easy to 


snocow wor 


ABG 0000 Rezolution Shadow War 2-Player Starter Game 
$50.00 

Shadow War is Aberrant Games' starter box that allows two 
people to jump into Rezolution head first. It includes twelve 
miniatures, six each for APAC (the Asian influenced faction) 
and CSO (the more traditional military type faction), a handful 
of dice and more. From just a cost standpoint you're making out 
quite well with the Shadow War box if you've not yet jumped 
into Rezolution. You get as many figures as in two faction 
starter sets, a deviation die (same as in a single faction box), six 
d6 (which is six more than in a faction box), a tape measure, and 
a rulebook that's not only a huge step foreward from the quick- 
start rules in the faction boxes, but one that incorporates the lat- 


Unlike some of | 
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remove metal left- 
overs hanging off 
the growths 
sprouting from the 
creatures back, 
and a large tab on 
the end of the haft 
of the scythe, but 
besides that, the 
rest of the model 
was clean of most 
other flash, mold 
lines and debris. 
The model is bal- 
ance fairly well 
and no real weak 
points though it 
would behoove 
you not to be too 
rough with the antlers and the branches growing out of the mod- 
els back. If your looking for a "out of the ordinary" encounter, I 
think you will get exactly that with this model. 


Reviews by Mark Theurer and 
Clay Richmond 


est game erratta. The only thing you don't get in the Shadow 
War box that you would get in the faction boxes is the CD with 
the amazing WorldWorks terrain that was made for Rezolution. 
What really sets the Shadow War box apart from just picking up 
two faction sets (aside from the rulebook) is that you get some 
new figures that are, currently anyway, otherwise unavailable. 
It's a 2-player starter set that really does allow two players to 
start Rezolution factions and play right out of the box. And it's 
ten bucks cheaper than buying two faction boxes. 


The rulebook is a black and white digest-sized softcover book 
that's well laid out and easy to read. It's missing about 99% of 
the fluff from the regular rulebook, but it's intended to get you 
into the rules of the game quickly and easily and it accomplishes 
that very well. What's missing from the Shadow War rulebook 
are the special ability listings that appear in the regular book. 
This is really less of an issue than you might think becuase all of 
a model's special abilities are printed on their datacards and you 
get those in the blister of the figures. It would be nice for them 
to be in the book so you could check up on your opponent's 
troops before being bushwacked by them but space limitations, 
and the fact that they are on the datacards, probably made it an 
easy section to leave out of the book. You get seven missions, 
instead of six in the regular rulebook, to play through and for 
players that already have the Rezolution: A Dark Tomorrow 
rulebook can pas this one to a potential new player or use it as a 
copy that you won't mind marking up and making notes in. If 


4 @ All are good basic models 
SAIN. and a good start for a CSO 
army. 


The Shadow War box set is 
why highly recommended to 
N players wanting to get into 
B Rezolution. Since all of 
fem changes/updates to the 
e+ | rules are available on the 
as 4 ' Website existing players are 
B® not "forced" to buy the set 
s to keep place with people 
~~ that buy Shadow War. 
= From a standpoint of trying 
‘to keep their existing fan 
, base happy and also pro- 
_ vide an easy way for new 
% players to get into the game 
Aberrant has really done a 


you're so inclined there is also a version of Shadow War that wonderful job. 
gives you the original rulebook (reviewed in a previous edition 
of Fictional Reality) for just $20 more which is another $5 off Review by Mark Theurer and Clay Richmond 


what you would normally pay if bought seperately. 

Amazing War Stories: 
All models in the box come with appropriate datacards. The a Action in World War IT $20.00 
APAC figs include four Enforcers which are each single piece Basics: | Amazing War Stories: 
models that form the backbone of the faction's fighters. They Pulp Action in World War II is the 
are armed with bladed weapons and either machine pistols or ” newest scenario book from Rattrap 
submachineguns. The Yuurie is a different sculp than you get in Productions. It is a supplement for 
the APAC faction box and is easily identifyable as a techie due ss their 28mm miniatures game, .45 
to the cabling that goes from a box on her belt and plugs into her Adventure. This book sets out to 
head. The big deal on the APAC side is the inclusion of Hitomi. provide players with pulp-style 
It's a multi-piece cyborg that's the same size as the APAC TADS action set in the background of 
and comes with an elevated extension to his base, which is World War II. It introduces new 
sculpted to look like some wreckage or debris. Everyone military archetypes to the game 
needed a bit of cleaning but there were no defects on any of from the greenest GIs to the veteran 
them. Super Soldier; rocket powered 
troops to everyone’s favorite... 
There are six different CSO models here and they are all in dif- Nazi zombies. 
ferent poses. There are also three data cards included for the 
different model types you find here. Four of the models are The full color cover (by Ronald Smith) of Amazing War Stories 
CSO Troopers, and they each come armed with an assault rifle sums up these contents quite well. In a cavern you have a bi- 
and carry a 9mm pistol at their hip. These guys are outfitted and kini-clad female strapped down to a table and next to her stands 
armed very similar to a modern day soldiers or marines. Two of a mad-looking scientist with one hand on a big switch and in the 
the four trooper models come in three pieces, where the other other some type of radio or remote control. In the foreground 
two come in four pieces. All four come with their heads de- you see two American soldiers taking on undead, German sol- 
tached, and in fact all four heads are attached to a common diers. How can you not like something like that? One tiny de- 
sprue. The necks sit down into well formed pockets making a tail that I found very interesting about the Americans is that they 
solid, as well as a hidden, joint. The third piece of the three are both left-handed. You don’t see many left-handed subjects 
piece models is a piece that includes both arms and the assault in artwork these days. You also get some new abilities and new 
riffle that they hold. The arms come with a sprue between them scenarios. 
for support and the arms fit onto any of the four trooper models 
with flat surface to surface joints. The other two models have Presentation: Richard A. Johnson has done another credible job 
the arms separated into different pieces, but of course still use in filling a rather bare niche in the role playing game market. 
the flat faced joints. The fifth figure, the technician, is a two Finding pulp era games and adventures is a somewhat daunting 
piece model where the second piece is only the radio that fits task. If Mr. Johnson can keep turning out quality products such 
flat onto his back. Finally we have the sixth model, our own as Amazing War Stories then the fans of this genre will sleep 
Marshal Renton, which comes in a single piece. All the models easier at night. This tome comes in at a respectable 112 pages. 


don’t have much in the way of mold lines and the flash and ex- It is perfect bound with a soft cover. Interior artwork consists of 
cess metal is not too bad either. The worse part of course is black and white drawing, pencil sketches, and black and white 
cleaning off all the sprues from the trooper’s heads and arms. photographs that could have been taken during the playing of 
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one of the enclosed scenarios. 


The tome is divided up with all the new bells and whistles up 
front. You start off with a new rule: Demolitions. This rule 
appears in the main rulebook, but is reprinted here due to an- 
other type of explosive being added to the mix. Next comes 
new equipment. You can’t go wrong with a rocket pack. Every 
pulp games needs rocket packs. Also, you get rules for silenc- 
ers, light and medium machine guns, and my personal favorite; 
the zombie inhibitor box. Next up are some new abilities. Sev- 
eral new combat skills, knowledge skills, and some skills that go 
in an “other” section; i.e. Cause Fear, Inspiring Leadership, 
Meet My Minions, etc. The following section deals with new 
Heroic Virtues and Villainous Flaws. 


In the New Character Archetypes section, the largest part of the 
book, one will find all kinds of real-world characters for the 
Allies and the Axis such as Non-Commissioned Officers and 
Commandos. You will also find fictional items such as a Rus- 
sian Peasant Ghoul (that’s what happens when you go cannibal 
on a Nazi zombie), Rocket Troopers, and Super Soldiers. A 
Super Soldier with a Rocket Pack would just be plain rude. 


Lastly there are several pages of several pages of personalities 
that go along with the miniatures that Rattrap Productions has 
put out so far. There are two added bonuses. A number of en- 
counter cards and blank Hero/Villain sheets are found at the 
back of the book. Oh, and we can’t forget about the twelve new 
scenarios. Half of which are military in nature the others being 
“normal” pulp adventures. 


Value: Twenty dollars is well worth the price of admission for 
all the tidbits that I have described above. All in all Amazing 
War Stories: Pulp Action in World War II is very impressive 
achievement from a company that is giving people of my ilk 
(pulp game enthusiasts) a place to indulge their imaginations 
that are filled by scenes from The Shadow, Doc Savage, Tarzan, 
and Flash Gordon (books and old serials, not the poor quality 
more modern movies). 


These scenarios are very versatile and are only constricted 
by the imagination of those playing in them. Not all of 
these vignettes have to played in a fantastic or weird set- 
ting. Zombies and Super Soldiers can be left out com- 
pletely so that a game can be kept in the “real” world. 


If you have the slightest interest in pulp role-playing or 
miniature games then this book should be a part of your 
gaming collection. As the writer put it “...grab your steel 
pot and M-1 and get ready for some Amazing War Sto- 
ries.” 


Personal: I had the good fortune to meet the writer of this 
book in July at Historicon. Richard was very pleasant to 
talk to. He was quite patient with my many questions 
about his game and where he planned to take it in the fu- 
ture. He and his group put on some very entertaining 
games of .45 Adventure during the four days of the con- 
vention. They had what was possibly the best terrain 
there. One adventure setting was on a Nazi airship 
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(remember the ones from Sky Captain and the World of 
Tomorrow?) complete with Rocket Troopers and Nazi 
zombies. The other was a beautiful desert based archaeo- 
logical dig with a monster scarab guarding the artifact for 
which all the players were hunting. Richard and his com- 
rades showed a lot of enthusiasm for their product and put 
on games that tended to draw a crowd of onlookers. Even 
those that were on their way to other games slowed down 
to get a better look at what was going on. That right there 
is one of the marks of a good product. 


Review by Brian Ahrens 


= Looks Could Kill, written by Nancy A. 
Fab BESTA Collins, is part of the Final Destination 
series of books, utilizing concepts and 
sometimes characters from the Final Des- 
tination movies. This particular book 
,takes place in between the second and 
third movie, but only makes slight refer- 
ences to the concepts and occurrences 
from the first two movies. One does not 
need to have seen either movie to “grasp” 
this book. The story centers on a super- 
model, Sherry, who foresees an accident, 
and alerts others to it, thus preventing their 
and her own death. However, in the after- 
math of the accident, she is disfigured, thus ending her career as 
a supermodel, and alienating her from her friends. Death comes 
to visit her, and makes her a deal that if she helps him right the 
wrongs that occurred, or in other words help those that survived 
the accident to die, he will restore her beauty before the accident 
occurred. The rest of the novel follows Sherry as she visits all 
her former friends, and helping Death achieve his goals, in dif- 
ferent and increasingly gruesome fashion. 
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This book is one of a type I like to call an airplane book. It is 
one that you can read and complete over the duration of an air- 
plane trip, and if you happen to leave it on the plane, it’s no big 
loss. Now, don’t get me wrong, I love horror movies and books. 
In fact, I enjoyed the first Final Destination movie. However, 
this book veers from the original premise that made both movies 
watchable and interesting. Death didn’t need any help in the 
first two movies, and really doesn’t need any help in this book. 
Other than introducing a new “element” to one of the death 
scenes, and not helping one of the characters in another, Sherry 
plays no part in whether or not, or even how, the characters die. 
The story is very formulaic, and the ending is predictable. The 
only original parts of the book are the different ways in which 
each character dies, and some of those are rip-offs as well. As I 
stated, you can finish this book over the time it takes to fly on an 
airplane to your destination, and at the least, it will serve the 
purpose of preventing the person sitting next to you from talking 
to you, so it’s not a complete waste of time. Overall, I give it 1 
2 stars out of 5. It’s not a keeper, heck it’s not even one to pick 
up at the used bookstore. But, if you find it in the seat of your 
airplane, it will occupy your time until you land. 


Review by Clay Richmond 


Comanche Trouble 
An Adventure for Sidewinder: Recoiled in 3 Acts 


This is the third part of the adventure, it began in Act I, “Wesley 
is a Punk” and continued in Act II, “Where’s Tony?”. 


Introduction 

It’s the mid-1870’s and the expansion westward is in full swing. 
Though the Civil War is over as is the California Gold Rush, 
there are still people streaming westward looking for opportu- 
nity in the west. 


Texas is no longer the wild Mexican colony, it’s starting to set- 
tle down — but it still has a ways to go. There are still outlaws, 
bandit gangs, hustlers, and renegade Indian tribes. There’s still 
plenty of adventure in North Texas; still plenty of trouble for 
those looking for it — and for those trying to avoid it. 


Comanche Trouble is an adventure in 3 acts for Sidewinder: 
Recoiled. It is designed for a party of 3-5 characters of 3rd to 
5th level. In this adventure, the players are stuck in the area of 
Ft. Griffin in a town called The Flat. 


On their first night, the party run into Vern The Punk Wesley, a 
wanted outlaw who starts a bar fight. As if that wasn’t enough, 
the next day a well-known Mexican merchant goes missing — 
and when he’s found, it’s in the middle of a rampaging war 
party of Comanche’s. What is the connection between the mer- 
chant and the Comanche? How does this involve the circuit- 
riding preacher? And how can the folks of The Flat defend 
themselves from an attack by Comanches while the soldiers of 
the fort are out on maneuvers? 


Act IIT — Comanche Raid 

Act III takes place the evening after Act III. This act covers the 
attack of the Comanches on the town of Ft. Griffin. Unlike the 
other two acts, this will be a much more combat oriented act. 
Much of it will depend on the actions and plans of the characters 
— and how they manage to lead the residents in the defense of 
their town. 


There are two ways to run this act, depending on the group’s 
play style. A group that uses miniatures will find that marking 
out the city defenses on a mat will help in the execution of the 
act - the act will be a table-top wild west skirmish game. A 
group that uses more role-play will find that the action will split 
into scenes involving only some of the characters. These scenes 
should be played like a Hollywood western movie, to keep the 
drama and tension up. 


This act is divided into two sections — resources and encounters. 
The Resources section gives information needed by the referee 
about the town and the surrounding environments. This is infor- 
mation that will be needed by the players when planning their 
defense. The encounters area includes the introductory scenes as 
well as the finale, but it its mainly composed of scenes of the 
fighting. 
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Resources 

Comanche Riders 

The Comanche have about 30 remaining braves, including Soar- 

ing Eagle and Running Foal. Note that this total does not include 

the braves encountered in Act II. The breakdown of Comanche 

forces is: 

e §=©24 braves (low-level Comanche) 

e 5 war leaders (mid-level Comanche, including Running 
Foal) 

e Soaring Eagle 

The braves are armed with a Comanche Lance and a bow. Some 

braves and all the war leaders are armed with a Comanche 

Lance and a Spencer Carbine. Of course, each brave has a horse 

and is well versed in using it. 


Valmont Plant 

Val, who shot his way out of town at the end of Act I, ran back 
to his house. Yesterday, after the young braves took over, Val’s 
farm was raided and Val was captured, along with Shelley, 14- 
year old sister. Running Foal used Shelley to blackmail Val into 
helping with the attack on the town. 


Townsfolk 

Fort Griffin is not a small town — even though the adventure to 

this point might give that impression. As such, there are quite a 

few townsfolk who can be drafted into a militia. However, the 

town’s unplanned growth means that the town isn’t too defensi- 
ble as is. 

The town consists of the following folks, in addition to the 

NPC’s mentioned earlier: 

e 60 Military age men with some fighting experience; this 
includes townsfolk of all races. 

e 20 Young men, between 16 and 20 that can shoot but have 
no fighting experience. 

e 17 Older men, between 50 and 70, who have military ex- 
perience and are still able to fight. 

e 104 Non-combatants, including children under the age of 
16, women and invalids. 

e 15 Malcontents who won’t fight but might take advantage 
of the situation in an underhanded way — robbery, vandal- 
ism, rape, etc. 

e 40 Pacifists who will not join in the fight no matter what. 


In general, everyone owns at least a handgun and the majority 
have rifles. This, of course, excludes the Pacifists and children. 
Some of the Non-combatants have pistols for personal defense 
only. 


The Fort 

Fort Griffin overlooks the town and is composed of a few build- 
ings, of which only the magazine and the guardhouse are made 
of stone. The others are out of wood gathered locally, and are 
not too stable (average 10 structure points). The fort is even less 
defensible that then town, as any defenders would have their 
backs to the cliff. 


There is a single 12-pound cannon on the parade ground as well 
as four wagons. 
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GRID SIZING IN MILLIMETRES. SHEET SIZE APPROX 35MM X S5MM 
SCALE 1:72/ 1:90 


VARIOUS SIZES WITH LARGEST FROND BEING 33MM X 19MM 
AND THE SMALLEST FROND BEING 9MM X 44M 


GRID SIZES IN MALIMETRES THEY ARE IN A SCALE OF 1:76 WHICH IS APPROX 20°22NM. 


THEY ARE A BIT SMALL TO USE AS FLOOR FXINGS FOR THE HUMAN FIGURES 
(TWAS HOPING THEY WOULD BE GOOD FOR THE ADVENTURERS) BUT I THINK 
THEY ARE STILL GOOO FOR A LOT OF OTHER USES ESPECIALLY & YOU 
ARE BURLOING SOME INDUSTRIAL FEEU SCI-FI DIORAMA OR BASE. 


THE ACTUAL SHEET (ABOVE) IS APPROX 70MM X 200M. | HAVE SPLIT IT UP INTO Sx 
PACKS & ENSUREO THERE IS AT LEAST ONE OF EACH TYPE INCLUDED IN EACH PACK 
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There are twelve horses in the corral, of which eight are draft 
animals suited to pulling the wagons and the cannon. Hitching 
up the horses at night is a DC 15 Handle Animal check. Maneu- 
vering the horses down to the town is a DC 10 Handle Animal 
check, as they are used to the path. 


The Magazine has enough guns and ammunition to equip the 
townsfolk and give them over 100 rounds each. There are also 
barrels of gunpowder and 48 cannon balls. 


There are currently two men in the bunkhouse, one for being 
drunk on duty and the other for striking a superior officer. Both 
are good men and will join in the defense of the town. 


The Garrison 

Even with the soldiers gone, there is still a garrison at the fort. 

The garrison consists of: 

e 30 soldiers, including privates and corporals, including Cpl 
Randolph Agarn. 

e 3 Sergeants, including Sgt. Morgan O’Rourke 

e §=©Capt. William Parmenter 


In addition to the garrison, the townsfolk fill other support roles. 
The soldiers have the skills required to setup and fire the can- 
non. 


Yes, the NPC character 
names have been taken 
from F Troop. The first 
player to recognize this 
should be awarded 100 
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experience points, with another 100 if they can sing the theme 
song. (http://www.timvp.com/ftroop.html). 


The Cannon 

The Cannon is an exotic firearm. If operated by someone with- 
out the Exotic Firearm feat suffers a -4 penalty on all attack 
rolls. In addition, the ROF is halved. The cannon is also a 
crewed weapon, requiring at least two men to operate effi- 
ciently. Firing the cannon alone incurs a -2 penalty on all attack 
rolls and reduces the ROF in half. Note that this means that a 
single untrained man firing the cannon suffers a -6 to hit penalty 
and has an ROF of 1/8 (i.e. it can be fired once every eight 
rounds). The choice of ammunition — ball or grapeshot — does 
not affect the ROF or to hit roll. 


Grapeshot may hits all models in a 40’ long cone that is 20’ 
wide at its base. The point of the code is measured from the 
mouth of the cannon. When firing the cannon, roll once to hit all 
models in the cone. All models in the cone make a reflex save. 
A successful save halves the damage. The cannonball is an ex- 
plosive charge covering a 20’ diameter area. Roll to hit as nor- 
mal. If there is a figure hit at the aiming point, they suffer 
4d8+10 damage. Anyone else in the area of effect suffers 4d8 
damage. A successful reflex save halves the damage. 


Table | - 12-pounder Cannon (Exotic Weapon) 
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Encounters 

There are two types of encounters in this section, general 

and combat. The general encounters are not sequential 

like those in Acts I and II. Rather their order depends 

upon the actions and plans of the party. The combat en- 

counters do occur in sequential order and chronicle the 
\ attack on the town. 


| Visiting The Fort 

The way to the fort is a winding road cut into the cliff 
face. It is off the south road about 200 yards out of town. 

It is wide enough for a wagon and two horse outriders to 

| travel comfortably down it. The road ascends about 150 

{ yards to the top of the cliff where the fort resides. The 

road enters the fort from the south and terminates at the 

| Commander’s Quarters. 


| ¢ Armed sentries posted near the guardhouse will challenge 
anyone coming up the road. One sentry stands next to a 
large barrel ring that is sounded to alert the camp. One of 
the sentries will take the party to the Commander’s quar- 
ters where they will rouse Capt. William Parmenter. 
Tucker. The Captain will be sleepy but will wake up fast 
once he hears the news. He will send Corporal Agar to 
rouse the men. 


It will take about an hour to get the men together and 
down to the village; this includes bringing the cannon. 


The Sheriff 

Billy Cruger has locked himself in the jail and turned all the 
prisoners loose — telling them to “git the hell out of town now”. 
He’s finished one bottle of whiskey and is now working on his 
second. As the party approaches the jail, his drunken, off-key 
singing can be heard. A successful Listen Check (DC 20) will 
reveal that Billy is sobbing as he sings. 


It will require quite a bit of banging on the door or window to 
get his attention. Billy will reply to any request with a slurred 
“Ya better git outta town!” and return to his singing. If anyone 
tries to force his way in, Billy will start shooting randomly. Eve- 
ryone close to the jail must take a Reflex save (DC 10). A fail- 
ure will result in them being hit by a stray shot (1d6 damage). 


The jail door and windows are pretty stout — 15 structure points, 
but the lock is simple (DC 10). If the party enters the jail, Billy 
will stand up and try to shoot at them, but his gun will be empty. 
Failing this, he will charge then nearest person. When he’s de- 
feated, Billy will drop down crying and be useless for the rest of 
the adventure if he is tackled. 


If the party leaves Billy alone he will stumble out of the jail dur- 
ing the attack (see below). 


The Creek and Bridge 

A creek runs around the north and west of the town. There is a 
bridge to the North where the main road crosses the creek. The 
creek averages about 5’ deep and the water is moving fast. The 
creek shallows to 2 feet at the Fourth street ford. 


The bridge is low and sturdy, as it handles all the traffic in and 
out of the town. It has 30 structure points and is too damp to 
burn. 


The ford and the bridge are the only two places where the river 
can be easily crossed. At other places, a successful Swim check 
(DC 15) or Handle Animal check (DC 20) are required to cross 
it. 


Defense of the Town 

Given the players plenty of time to setup their defenses — to de- 
ploy their townsfolk and the soldiers. Once this has happened, 
move to the Dawn encounter. Let the players deploy their forces 
as they see fit, however the Comanche raiders will only hit a few 
places — these are: 

e Fourth Street Ford 

e = River Bridge 

e Thorpe’s Blacksmith 

e South Road 


The attacks at each of these sites are covered in the encounters 
listed below. 
Dawn 


Things are quite as dawn approaches — every one of the defenders is keyed up — ears straining for the first 


River Bridge 

The first attack is on the River Bridge. This is a diversion to pull 
the defenders north and away from the main attack. There are 4 
braves and Running Foal. They are in bushes on the north side 
of the bridge and armed with Carbines. They will begin by snip- 
ing at any defenders — and making lots of noise while doing it. 
Their horses are tied up well behind them. Their job is to pin 
down the defenders and try to bring others out. 


After a few rounds of sniping, two braves will start shooting 
flaming arrows at the bridge in an attempt to set it on fire. For 
each arrow that hits there, make a basic DC check of 20. This 
DC is modified by +2 for each flaming arrow that is embedded 
in the bridge. A successful check will mean that the bridge has 
caught fire. As it is so damp, it will smolder for 1d4 rounds be- 
fore the fire catches. Once the fire starts, there will be quite a bit 
of smoke, which will obscure the far side of the river. 


It will take another 1d4 rounds for the fire to get going good. At 
this point, the braves, lead by Running Foal will charge across 
the bridge and toward the defenders. The defenders must make a 
Will save (DC 15) or break and run. A character leading the 
defenders may use his Charisma modifier for this Will save. 


They will try to break through and head into town to slaughter 
as many as they can. 


Thorpe’s Blacksmith 

As soon as the river bridge assault starts, five braves and a war 
leader will enter the creek just opposite Thorpe’s Blacksmith. 
They are armed with bows and are moving silently to cross the 
river and sneak into town. Val Plant is among these braves. 
Their aim is the blacksmith shop. 


Anyone guarding this part of the river may make an opposed 
Spot check to see the braves cross. Due to the low light, there is 
a -2 modifier to the Spot check. A failed check means that the 
braves were able to cross without being seen. 


When the braves reach the west bank, anyone guarding this are 
may make an opposed Listen check to see if they hear the invad- 
ing braves. 


If the braves are spotted, they will attack the guards, other wise 
they will move to the Blacksmith and lay low. 


Fourth Street Ford 

About 10 rounds after the River Bridge fight starts, a group of 
10 braves on horseback lead by two war leaders will charge to- 
ward the ford. Only the leaders have carbines, and all will be 
brandishing their lances and hoping it up. All townsfolk defend- 
ers in the path of the Comanches must make a Will Save (DC 
15) or break and run. If the defenders are lead by a character, the 
character may use his Charisma modifier on their Will save. 


The braves will attempt 


sound that will signal the Comanche’s assault. Both townsman and soldier are nervous — false bravado | to break through and kill 
long ago gave way to this painful silence. A silence where even the birds and bugs make no noise. 


as many defenders as 
possible. They will try to 


As the sun breaks over the horizon, the silence is broken by the cry of a rooster in town. Another birdcall pull the defenders back 


and another and another answer this — but these come from outside the defenses. As the silence returns, 
the defenders wipe their hands and take a fresh grip on their weapons. 


down from the River 


Bridge. 
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Thorpe’s Blacksmith 2 old men. They will quietly accept their fallen and captured. 
As the braves break close the defenders at the ford, the braves at Their will is broken and will meekly move to a reservation when 
Thorpe’s Blacksmith will set the smithy on fire and begin to the cavalry return. 

move into town and surround the ford’s defenders. 


Table 2 - Act III Experience Points 


If Billy Cruger was left in the jail, he will come out now with his 
guns blazing. Val Plant will head for Billy and try to get his | Gus XP Notes 


help. Billy’s blind drunk and doesn’t know who Val is. Surviving the Adventure | 2,000 | Each survivor gets the XP 
award. 
Val will try to get away from the braves and join the defenders if Killing Soaring Eagle 2,000 | All PC involved split the XP 
he gets past Billy. He will try and get someone to help him res- award. 
cue his sister. Two older Comanche’s who have orders to kill Foy; ° F ; 
Killing Billy C -500 | The PC who killed Billy. 
her if Valentine turns, are holding her just west of the town. Rae ly Crees eee eC who Riles Billys 3) 
Killing a brave For each brave killed 
so ee Kill lead +750 | For each war leader killed 
When the Blacksmith catches fire, Soaring Eagle, a war leader, | Killing awar leader | +750 | For each war leader killed | 


and five mounted braves will charge the defenders from the 

south. The defenders must make a Will save (DC 15) or break Written by J Michael Tisdel 
and run. A character leading the defenders may use his Cha- 

risma modifier for this Will save. The objective of the braves is 

to turn east on the footpath and the turn up Parson Avenue, kill- 

ing everything in their way. All the braves are armed with car- 

bines, but will only use these once they break through. 


Shelley Plant 

Two Mid-level Comanche warriors are sitting in a small clearing 
west of town. Between them, Shelley Plant is tied to a pecan 
tree. Neither are on watch, looking for any kind of action — they 
are laughing and talking about the spoils they'll get from the 
town. There is a +2 modifier to any Move Silently checks. 


The braves have orders to kill Shelley if Val returns without 
Soaring Eagle or if they are attacked. The braves are armed with 
knives and bows. 


Soaring Eagle 

There should be enough defenders to eventually end the raid of 
the Comanche — Soaring Eagle knows this, but wants to go out 
in a blaze of glory rather than die meekly on a reservation. As 
such, Soaring Eagle will not surrender — if cornered, he will try 
to go out in a blaze of glory and take as many innocents with 
him as possible. 


Once Soaring Eagle is dead, the Comanche’s will to fight will 
be broken. It will be an easy matter to round up the survivors 
and deal with them. The party will need to be careful that the 
townsfolk don’t’ lynch them. The troops will be their allies in 
such an internal struggle. 


Resolution 
The Parson, if he survives, will head out of town as soon as he 
can. 


Billy Cruger will leave town and travel to Arkansas where he 
will spend the rest of his days with his sister, eventually dying 
during the 1918 Influenza pandemic. 


Claire will remain in town with Swartz and will recover in about 
two weeks. She will eventually marry Sheriff Maynard Mans- 
field and work as a secretary at the Fort. 


The Comanche village is quiet — there are women, children, and 
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